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A SHORT 


TREATISE. 


On the GAME of 


WHIST. 


CONTAINING 
The LAWS of the GAME: 


AND ALSO + 

Some Rur.xs whereby a Beginner may, with due Attention 

ro them, obtain to the playing it well; 

CarcurAarTions for thoſe who will bet the Odds on any 
Points of the Score of the Game then playing and depend- 
ing. a | 

Cases Rated, to ſhew what may be effected by a very good 
Player in critical Parts of the Game. 

REyrERENCES to Cats, viz. at the End of the Rule, you 
are directed how to find them. 

CaLcvrartioxs, direfting, with moral Certainty, how to 
play well any Hand or Game, by ſhe wing the Chances of 
your Partner's having 1, 2, or 3 certain Cards, 

With Variety of Caszs added in the Appendix. 
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By Epwonn Horx, Gent, 


The Laws of the Game, and an Explanation of the Calcula- 


tions which are neceſſary to be underſtood by thoſe whe 
would play it well. 
AD 480 


A Dictionary for WHIS T, bie reſolves 


almoſt all the critical Caſes that may 1 at ths 


Game, 
To which is added; 


An ARTIFICIAL MEMORY : 


Or, an eaſy Method of aſſiſting the Memory of 
thoſe that play at the Game of WHIST, 
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mile, if it met with Approbation, te 


make an Addition to it by way of Ar- 


PENDIX, which he has done accordingly. 

It is necei 5 remiſe, that thofe, whe 
intend to read this Treatiſe, are deſired | to pe- 
ruſe the following 1 ; and they need 
only charge their Memories with thoſe that 
are marked with. a N. B. upon which the 
whole Reaſoning of this Treatiſe depends, 


CALCULATIONS, diretting, with moval Cer- 
tainty, how to play well any Hand or Game, 
by ſhewing the Chances of your Partner's hay- 
ing I, 2, or 3 certain Cards. 


For EXAMPLE, 


having one certain Card? 


B 2 ; After. 


6 © H K Auther of this Treatiſe did pro- 


WOULD know what is the Chance of his 
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| | | againſt for 
Anſwer, WR, him bim 

That he has it not is, N. F. 2 to r 


II. I would know what is the Chance of his 
having, two certain Cards ? 


againſt for 
, Anſwer. him him 
T1 hat he has one of them only, is 31 to 26 
That he has not both of them, 17 2 
But that he has one or both is about { 4 4 
5 to 4, or N. B. 3; 3 


II. T-would alſo know what are the Chances 
of his 2 — 3 certain Cards ? 
for againſt 
Anſwer. him him 
That! . holds one of them only is) | 
325 for him, to 378 againſt him, f 6 to 7 
or about . 
That he bas not 2 of them an _ 
27 27 


E 


' 


is 156 for him, to 547 againſt 

him, or about | 
That he has not all 2 of them, is 

2.2 for him, to 681 againſt him, 131 


or about 
Nut that he has 1 or 2 of them, is TI, 
48 for him to 222 againſt ils | = HT 
or about | 
And that he has 1, 2, or all 3 of 
them, is about V. B. : 8 2 
: An 


„ „„ {£ „„ Oath an 
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J. Explanation and Application of the Calculations. 
neceſſary to be under/lqed by theſe who arc t9 
read this Treatiſe. 


CO 


Hit Cal cur Aro. 


T T is 2 to 1 that my Partner has not one 
certain Gl, 


* 


To apply this Calculation, let us ſuppoſe 
the right-hand Adverſary leads a Suit, of which 
you have the King, and one ſmall Card only, 
you may obſerve that it is 2 to 1 by putting on 
your King, that the left-hand Adverſary can- 
not win it. | ka $6 


Again, let us ſuppoſe that you have the King, 
and three ſmall Cards of any Suit, likewiſe the 
Queen, and three ſmall Cards of any Suit, I 

would know which is the beſt Suit to lead from. 
Auſiber from the King, becauſe it is 2 to r that 
the Ace does no: lie behind you; but it is 5 to 
4 that the Ace or King of any Suit lies behind 

you, and conſequently, by leading from your 

Queen-Suit, you play to a Diſadyantage. 


24 CALcUIHATIOx. It is 5 to 4 at leaſt 
that your Partner has 1 Card out of any two 
certain Cards; the like Odds is in favour of 
your right hand and left-hand Adverſaries: 
therefore, ſuppoſe you have 2 Honours in an 
Suit, and knowing it is 5 to 4 that your Partne\! 
ON | B 3 holds 
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holds one of the other 2 Honours, you do by 
this Knowledge play your Game to a greater 
Degree of Certainty. a 


Again let us ſuppoſe that you have the Queen 
and 1 ſmall Card in an Jui only, and that 
your right-hand Adverſary leads that Suit, if 
you put on your Queen, it is 5 to 4 that your 
| Se Adverſary can win it, and therefore 
you play 5 to 4 to your Diſadvantage. 


34 CALCULATION. It is 5 to 2 that your 
Partner has 1 Card out of any 3 certain Cards. 


Therefore, ſuppoſe you have the Knave and 

1 ſmall Card dealt you, and that your right- 
band Adverfary leads from that Suit, if you put 
on the Knave, it is 5 to 2 that your left-hand 
Adverſary has either Ace, King, or Queen of 
the Huit led, and therefore you play 5 to 2 
againſt yourſelf ; beſides, there is 2 further 
Conſideration, by making a Diſcovery to your 
right-hand Adverſary, he fineſſes upon your 
Partner throughout that whole Suit. FRY 


And in order to explain the Neceſſity there 
is of putting the loweſt of Sequences in all the 
Suits led, let us ſuppoſe that your Adverſary - 
led a Suit of which you have the King, Queen, 
and K nave, or Queen, Knave, and Ten; by 
putting on your Knave of the Suit of which 


you have the King, Queen, and Knave, it gives 
| yaur 


nne, » 
your Partner an Opportunity of calculating the 
Odds for and againſt him in that Suit, and alſo 
in all inferior Suits of which you have Se- 
quences. | 8 


A farther Uſe to be made of the foregoing 

Calculation; let us ſuppofe, that you have 
the Ace, King, and 2 ſmall Trumps, with a 
Quint-Major, or 5 other winning Cards in 
your Hand in any Suit, and that you have 
played Trumps two Rounds, and that each 
Perſon followed Trumps; in this Caſe there 
are 8 Trumpsout, and 2 Trumps remaining 
in your Hand, which make 10, and 3 Trumps 
which are drvided between the remaining 3 
Players, of which 3 Trumps the Odds is 5p to 
2 in your Favour that your Partner has 1; and 
therefore out of 7 Cards in your Hand, you 
are intitled to win 5 Tricks. | | 
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"nt $ to , upon the beſt Computation made at 
1 preſent, is about 3 and a half in the Hundred, in 
& | favour of 8 with the Deal ; againſt the Deal, 
If the Odds is ſtill, though ſmall, in favour of 8. 
x 


Calcntations at Whiſt for the Whole Rubber, 


1 GUPPOSE A and Bare at Play, and that 
1 A is 1 Game, and 8 Love of the ſecond 
1 _ Game, with the Deal. 

} Quere, What is. the Odds throughout the 
5 "White Rubber! 

1 1 Game Love and 9 Love of the fecond 
. Game (upon Suppoſition of ꝙ Love with the 
8 87 Deal) being nearly 6 to 1. | 

ll Firſt Game and 9, Love of the a tie 

ſecond Game is nearly 3 , 


| . Firſt Game and 8 Love of the 
28 ", ſecond Game is a little j L3 to I, &c. 
65 more than the former 
if Eirſt Game and 7 Love of the Oh 
iT ſecond 1s nearly 1 WO 
i Ditto. and 6 Love of ann 1 
li cond is nearly 
18 Ditto and. 5 Hl of the J. 6 
* cond is nearly 9 10 
Mi 
le: (| Ditto and 4 Love of the =} _ 
| cond is nearly 5 90 
Y Ditto and: 3 Love of the ſe- a 
il  eqnd is. nearly Nen Pris 
* Ditto and 2 Love of the ſe- 5 
WH cond is. nearly | 1 + , 
I! Ditto 


IC. 


Ditto and 3 Love of tlie ſecond 


1 Guns 3: off WHIST, | 3k 
Ditto and 1 , 1 


cond is nearly 
The above Calculations are made with the 


Deal. 
| Againſt the Deal. 
guppoſe A and F are at Play, and that A is t 
Game and any Number of Points in the'ſe- 
7 * Deal: AE 
1 ame and 9 ve of the ſe „ | 
cond is nearly ct to 3 
Ditto and 8 e TY. | £ 
Game (is a little more) 5 
Ditto and 7 Love of the gags) 9 0 1 


Diet and 6 Love f th 
Gans 4 is x 1 29 7 7 test 
Ditto and 5 Love of the ſ 1 
„ene * | ; _ 5 w , 
tto and 4 Love of the ſecond 
Game is F 43 to 7 


Game is 'P „ 
Ditto and 2 Love of the Goa 

Game is F 7 to 2 
Ditto and one Love ef the ſecond 42 

Game is nearly K 


| Wn Uſe which is to be made of the fore- 
8 may be made by dividing 
take, according to the Tables herewit 
- down, 


B 6 1148 
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Theſe Calculations have been approved of 


by ſome of the beſt Judges at Whiſt, &c, 


„ . A 
Some GENERAL RuLEs to be obſerved by B- 


HEN you lead, begin with the beſt 


Suit in your Hand; if you have a 


; Sequence of King, Queen, and Knave, or 


Queen, Knave, and Ten, they are fure Leads, 
and never fail gaining the Tenace to yourſelf 
or Partner in other Suits; and begin with the 
higheſt of the Sequence, unleſs you have. 5 in 
Number ; In that Caſe play the loweſt (except 
in Trumps, when you muſt always play the 
higheſt) in order to get the Ace or King out of 


Mea Partner's or Adverſary's Hand, by which | 


eans you make Room for your Suit. 
TH | I. 

If you have 5 of the ſmalleſt Trumps, and 
not one good Card in the other Suits, trump 
out ; which will have this good Conſequence 
at leaſt, to make your Partner the laſt Player, 
and by that means give him the Tenace, 


III. 


< * a 


If you have 2 fmall Trumps only, with 
Ace and King of two other Suits, and a Defi- 
ciency of the fourth Suit, make as many Tricks 
as you can immediately; and if your Partner 
Ps | refuſes. 


26 
F 
1 
% 
8 2 - 
=» 
2 an 
* * 
* 


ric 


if ye 


unle 


(an 
caſe 1 

If 
aſſurt 


do ne 


fcorir 


to 12 


Rr PP "= 2 


e "mt 
— re eb rebut ³ mm ron IR 
% 


the Gans of W HIST. 12 


refuſes either of your Suits, do not force him 
becauſe that may weaken his Game too much, 


IV. 


if you have good Suits of your own to play, 
unleſs it be to endeayour to ſave or win a 
Game : What is meant by good Suits, is, in 
caſe you ſhall have Sequences of King, Queen, 
and Knave, or Queen, Knave, and Ten. 


V, 


If you have each 5 Tricks, and you are 
aſſured of getting 2 Tricks in your own Hand, 


ſcoring 2 that Deal; becauſe if you loſe the odd 
Trick, it makes 2 Difference, and you play 2 
to 1 againſt yourſell. 


An Exception to the foregoing Rule is, when 

ou ſee a Probability either of ſaving your 
13 or winning the Game, in either of which 
Caſes you are to riſł the odd Trick. 


* 


- 


tie Game, always riſk a Trick or two, becau 

the Share of the Stake, which your Adverſary 
has by a new Dea], will amount to more than 
the Point or two which you riſk by that Deal. 


The foregoing Caſe refers to Chap. VI. Cafe 
ks 2, 3 45 33 6. | * ö Vit 


VA rig we * 
rr es ei Gn wee etc eee Nee gn en ern ate 47 Hy Pc oo fy 


You need ſeldom return your Partner's Lead, 


do not fail winning them, in ExpeQation of 


When you have a Probability of winni 8 | 
& 


? 
| 


for more than 1 Point. 
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VII. ane 

If your Adverſary is 6 or 7 Love, and 
you are to lead, your Buſineſs in that Caſe 
is to riſk a Trick or two, in Hopes of putting 
your Game upon an Equality; therefore ad- 
mitting you have the Queen or Knave, and 1 
other J rump, and no good Cards in other Suits, 
play out your Queen or K nave of Trumps; 
by which Means you will ſtrengthen your 
Partner's Game, if he is ftrong in Trumps; 
if he is weak, you do him no Injury. | 

VIII. 


If you are four, of the Game; you muſt play 
for an odd Trick, becauſe it ſaves one half 


of the Stake which you play for; and, in or- 


der to win the odd Trick, though you are 
pretty ſtrong in Trumps,-be cautious how you | 


trurnp out. What is meant by Strength in 


- 'Frumps, is, in caſe you ſhould have 1 Honour 


and 3 Trumps. | 
N IX. be 

If you are 9 of the Game, and though very 

ſtrong in Trumps, if you obſerve your Partner 

to have a Chance of trumping any of your Ad- 

verfary's Suits ; in that Cafe do not trump: out, 


hut give him an Opportunity of trumping thoſe 


Suits, If your Game is ſcored 1, 2, or 3, you | 
mult play the Reverſe; and alſo at 5, 6, or ); 
beeauſe; in theſe two laſt recited Caſes, you play 


** 


X. 


I — — 


X. 

If you are laſt Player, and find that the third; 
Hand cannot put on a good Card to his Part- 
ner's Lead, admitting you have no good Game 
of your cn to play, return the Lead upon the 
Adverſary; which gives your Partner the Te- 
nace in that Suit, and often obliges the Ad- 
verſary to change Suits, and conſequently gains 
the Tenace in that new Suit alſo. 

If you have Ace, King, and four ſmall Trumps, 
begin with a ſmallone; becauſe it is an equal 
W ager that your Partner has a better Trump: 


than the laſt Player: if ſo, you have three 


Rounds of Trumps; if not, you cannot fetch. 
out all the Frumps. 
ER XII. | 
If you have Ace, King, Knave, and three 
{mall Trumps, begin with the King, and then, 
play the Ace (except one of the Adverſaries re- 
fuſes Trumps) becauſe the Odds is in your Fa- 


1 vour that the Queen falls. '. 


| XIII. 
If you, have King, Queen,. and four ſmall: 


Trumps, begin with a ſmall, one, becauſe the 


Odds is on your Side that your Partner has an 
Honour. "ROS 3 | 
| XIV. 


If you have King, Queen, Ten, and three 
mal! Trumps, begin with the King, becauſe 
you have a fair Chance that the Knave falls in 
tne ſecond Round, or you may wait to fineſſe 

| your 


„ Game of WHIST. 15 


i] 
| 
| 
1 
| 
| 


** 


— — 


e 
* 


2 EEE N Ks 


bh . Re No ae a — — 3 
„ ad — 5 — — - 
OY = 


_ 


— greet 5 


— — — — — no — ot : — 
e r r 


* 


16' 4 il TrxREATISE on 
your Ten upon the Return of Trumps from 
your! Hen N 
- Refers to Chap. VII. Caſe r, 2, 3. 
If you have Queen, Knave, and four ſmall 


beg 
ver 
tag: 
| the: 


Trumps, begin with a ſmall one, becauſe the 7 
Odds is in your Favour that your Partner has Tru 
an Honour. | a ſons 
| XVI. 1 
If you have Queen, Knave, Nine, and three 13 
ſmall Trumps, begin with the Queen, becauſe ſmall 
you have a fair Chance that the Ten falls in | next | 
the ſecond Round; or you may wait to fineſſe ner th 
the Nine. 5 8; 3 bop and, | 
| Refers to Chap. VII. Caſe 1, 2, 3. Hand, 
| „„ are tot 
If you have Knave, Ten, and four ſmal! can att 
Trumps, begin with a ſmall one, for the Rea- behind 
bens alhgned in Ne. 15. 5 
If you have Knave, Ten, Eight, and three If yoi 
ſmall Trumps, begin with the Knave, in order rumps 


to prevent the Nine from making a Trick, and ed Reaſe 


the Odds is in your Fayour that the three Ho- 


nours fall in two Rounds. . ou 
| ne bi mall Tr. 
Reaſons 


If you have ſix Trumps of a lower Deno- 
mination, you are to begin with the loweſt, ur- 
leſs you thould have Ten, Nine, and Eight, 
and an Honour turns up againſt you; in that 

Cale, if you are to play through the 3 
. - F iN egi 


If you 
mall Tru 
ealons 4 


— 
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| begin with the Ten, which obliges the Ad- 


verſary to play his Honour to his Diſadvan- 


tage, or leave it in your Partner's Option, whe- 
| ther he will paſs it or not. wo 


| XN 
If you have Ace, King, and three ſmall 
Trumps, 5 5 with a ſmall one, for the Rea- 
in Ne. 15. 6 
e 


_ [you have Ace, King, and Knave, and two 
fall Trumps, begin with the King, which, 

| next to a moral Certainty, informs your Part- 

ner that you have Ace and K nave remaining; 


and, by putting the Lead into your Partner's 
Hand, he plays you a Trump, upon which you 
are to fineſſe the Knave, and no ill Conſequence 


can attend ſuch Play, except the Queen lies 
bebind you ſingle. 4 


Refers to Chap. VII. Caſe 1, 2, 2. | 
> + +» . 
If you have King, Queen, and three ſmall 


Wy! rumps, begin with a ſmall one, for the aſſign- 
ed Reaſons in No. 15. F 


XXIII. . 


If you have King, Queen, Ten, and T 


Vall Trumps, begin with the King, for the 


Reaſons afligned in No. 21, 
, 


If you have the Queen, Knave, and three 


all Trumps, begin with a ſmall one, for the 


caſons aſſigned in NY. 15, 


XXV. 
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XXV. 1 
If you have Queen, Knave, Nine, and two | 


fmall Trumps, begin with the Queen, for the 
Reaſons aſſi gned in Ne. 16. By | | fol 
ARVE ; for 
If you have Knave, Ten, and three fmall WW wh: 
Trumps, begin with a ſmall one, for the Rea- win 
ſons aſſigned in Ne. 15. 
| XXVII. | 1 
If you have Knave, Ten, Eight, and two If 
imall Trumps, begin with the Knave, becau Bl ſmal 
in two Rounds of Trumps it is Odds but that to pr 
the Nine falls; or, upon the Return of Trumps 
from your Partner, you may fineſſe the Eight. If 
XXVIIL = 7 run 
If you have five Trumps of a lower Denomi- WF ons : 
nation, it is the beſt Play to begin with the 
loweſt, unleſs you have a Sequence of Ten, If y 
Nine, and Eight, in that Caſe begin with the WW - 17 
hizheſt of the * | | = :., pre 
Tf you have Ace, King, and two ſmall | 
Trumps, begin with à fmafl one, for the Rea- . If y. 
ſons aſſigned in N. ðͤ (mall * 
ps XXX. leaves! 
If you have Ace, King, Knave, and one be wil 
ſmall Trump, begin with the King, for the 
Reaſons afligned in N. 21. | If yo. 
| | XXXI. Bevin w 


If you have King, Queen, and two ſim! 
Trumps, begin with a ſmall one, for the Rea-i 
ſons aſſigned in N*. 25. 51 

XXXII 


„ 
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It you have King, Queen, Ten, and one 
ſmal! Frump, begin with the King, and wait 
for the Return of Trumps from your Partner, 
= when you are to fineſſe your Ten, in order to 
= win the Knave. 


| XXXIII. 
If you have Queen, K nave, Nine, and one 
W ſmall Trump, begin with the Queen, in order 
to prevent the Ten from making a Trick. 

If you have Knave, Ten, and two ſmall 
Trumps, begin with a ſmall one, for the Rea- 
ſons aſſigned in N®. x5, 

| XXXV. 

If you have Knave, Ten, Eight, and one 
ſmall Trump, begin with the Knave, in order 
to prevent the Nine from making a Trick. 

| XXXVI. | 
| If you have Ten, Nine, Eight, and one 
mall Trump, begin with the Ten, which 
leaves it in your Partner's Difcretion, Whether 
he will paſs it or not. 

XXXVII. 
If you have Ten, and three ſmall Trumps, 
begin with a ſmall one, i 


CHAP. 
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CHAP n 
Some PARTICULAR: RULES to be obſerved, ; 
J. "Tru 


FF ou have Ace, King, and four ſmall 
Trumps, with'a good Suit, you muſt play 
three Rounds of Trumps, otherwiſe you may 


have your ſtrong Suit trumped. | - 
If you have King, Queen; and four ſmall | hon 
Trumps, with a good Suit, trump out with the | 
King, becauſe when you have the Lead again, IF, 
you will have three Rounds of Trumps. Fad 
| III. Mo 'Ten, 
If you have King, Queen, Ten, and three | 

{mall Trumps, with a good Suit, trump out 
with the King, in Expectation of the Knave's Parr 
falling at the iecond Round; and do not wait to wh! 
fineſſe the Ten, for Fear your ſtrong Suit ſhould bas. 

be trumped, 

Io IV, | UP 
If you have Queen, Knave, and three ſmall N Jo 
Trumps, with a good Suit, trump out with N 
a ſmall one. FI | wo. 
n > 
If you have the Queen, Knave, Nine, and layed. 
two ſmall Trumps, with a good Suit, trump out your be 
with the Queen, in Expectation of the Tens Hour Pe 
falling at the ſecond Round; and do not wait that Su; 
to fineſſe the Nine, but trump out a ſecond Ling of 


Time, 


NT Fd ks. PIT TT IS — + _ 
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Time, for the Reaſons aſſigned in Caſe III. in 
this Chapter. 5 

145 | 7 
If vou have Knave, Ten, and three ſmall. 
Trumps, with a good Suit, trump out with. a 
ſmall one. | PA 
| Bang ff 1 
If you have Knave, Ten, Eight, and two 
ſmall Trumps, with a good Suit, trump out 
with the Knave, in Expectation of the Nine's 
falling at the ſecond Round. 

VIII. 0 

If you have Ten, Nine, Eight, and one ſmall 


Trump, with a good Suit, trump out with the 
7 Ten. | | | 


S 


PR TTCULAR GAmMEs, and the Manner in 
which they are is be played, after a Learner 
has made ſome Progreſs in the Game. 


UPPOSE. you are elder Hand, and that 
) your Game conſiſts of King, Queen, and 
| K nave of one Suit; Ace, King, Queen, and 
tuo ſmall Cards of another Suit; King and 
Qucen of the third Suit, and three ſmall 
[1 rumps : Query, How is this Hand to be 


and played? You are to begin with the Ace of 
out our beſt Suit (or a Trump) which informs 
en's 


your Partner that you have the Command of 


vait chat Suit; but you are not to proceed with the 
ond King of the ſame Suit, but you muſt play a 
me, | 


Trump 
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Tramp next; and if you find your Partner il 

has no Strength to ſupport you in "Trumps, en 
and that your. Adverfary plays to your weak Wl Tru 
Suit, viz. the King and Queen only, in that ce. 
Caſe play the King of the Suit which belongs Tru 
to the beſt Suit; and if you obſerve a Proba- no L 
| bility of either of your Adverſaries being likely Rout 
to trump that Suit, proceed then and play the the le 
King of the Suit of which you have King, le p! 
Queen, and Knave. If it ſhou'd ſo happen, And 
that your Adverſaries do not play to your State 
weakeſt Suit, in that Caſe, though apparently W a he 
your Partner can give you no Aſſiſtance in Play 
Trumps, purſue, your Scheme of trumpiny out that y 
as often as the Lead comes into your Hand : of all 

By which Means, ſuppoſing your Partner to 

have but two "Trumps, and that your Adver- i 

ſaries have four each, by three Rounds of 
Trumps, there remain only two Trump: 8 Supp 
againſt you. | = mp 
. Wi the « 
Ts Elder Han WF" in 
Suppoſe you have Ace, King, Queen, an Y r 
one ſmall Trump, with a Sequence from the 3 of 
King of five in another Suit, with four other Is e 
Cards of no Value. Begin with the Queen o aug tho 
Trumps, and purſue the Lead with the Ace foe 


which demonſtrates to your Partner that you 


have the King: And as it would be bad Pla Hopes 
to purſue Trumps the thitd Round, till vou 


have firſt gained the Command of your gre 
Suit, by ſtopping thus, it likewiſe infor 
2 : : 4 you . 


A244 64:20 
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Vour Partner that you have the King and one 
Trump only remaining; becauſe, if you had 
Ace, King, Queen, and two Trumps more, and 
Trumps went round twice, you could receive 


0 I no Damage by playing the King the third 
' „Round. When you lead Sequence, begin with 
05 the loweſt, becauſe if yout Partner has the Ace 


Moe plays it, which makes Room for your Suit. 
And ſince you have let your Partner into the 
Wy 5cate of your Game, as ſoon as hehasthe Lead, 
8 hc has a Trump or two remaining, he will 


wy play Trumps to you, with a moral Certainty 
5 hat your King clears your Adverſaries Hands 
5 ef all their Trumps. 

** | II. 

. 5 Second P layer 0 

8 ol 


Suppoſe you have Ace, King, and two ſmall 
Trumps, with a Quint- Major of another Suit; 
Wn the third Suit you. have three ſmall Cards, 
nd in the fourth Suit one. Your Adverfary | 
n your Right-Hand begins with playing the 
ece of your weak Suit, and then proceeds to 
lay the King: In that Caſe, do not trump it, 
Nit throw away a loſing Card, and if he pro- 
Needs to play the Queen, throw away another 
going Card; and do the like the fourth Time, 
Hopes your Partner may trump it, who will 
chat Caſe play a Trump, or will play to 
our ſtrong Suit. If Trumps are played, go on 
ich them two Rounds, and then proceed to 
ay your ſtrong Suit; by which * * 
x there 


. 
A 


ne A e. * Fs E * 
. A, ww 


1 * — 
* * * 
— — — 65. eee "I i: 


- Adverſaries Hands, and two in the other, | 


$' ok ef 9 9 


24 A fort TREATISE en 1 
there happens to be four Trumps in one of your 


which is nearly the Caſe, your Partner being |; 
intitled to have three Trumps out of the nine, 


conſequently there remain only ſix Trumps, | 8 
between the Adverſaries; your ſtrong Suit Ta 
forces their beſt Trumps, and you have a Proba- ſma 
bility of making the odd Trick in your own to 
Hand only ; whereas if you had trumped one lead 
of your Adverſaries beſt Cards, you had fo wea- Qua 
kenedyour Hand, as probably not to make more and 
than five Tricks without your Partner's Help. to th 
| | your 
| IV. | | Adve 
Suppoſe you have Ace, Queen, and three bor 7 
ſmall Trumps; Ace, Queen, Ten, and Nine prob: 
of another Suit; with two ſmall Cards of each WW ....: 
of the other Suits : Your Partner leads to your WA the 8. 
Ace, Queen, Ten, and Nine; and as this then 
Game requires rather to deceive your Adver- to js. 
faries, than to inform your Partner, put uy WW Adee 
the Nine, which naturally leads the Adverſa Hon 2 
to play Trumps, if he wins that Card, 4: Trum 
ſoon as Trumps are played to you, return Suit 
them upon your Adverſary, keeping the Com- yoar y 
mand in your own Hand. If your Adverſag ou e. 
who led Trumps to you, puts up a Trump e 
which your Partner cannot win, if he has no Late F 
good Suit of his own to play, he will return 


vw acct u . 7: 
towed Partner's Lead, imagining that Suit lic Wi Fraeliſe 
etween his Partner and yours: If this Fineſe Wl 
of yours ſhould ſucceed, you will be a great ll 
85 | Gaim 
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an Gainer by it, but {ſcarcely poſſible to be 2 
. | Loſer, | 
8 V 
ne, | | 
ps, BE Suppoſe you have Ace, King, and three ſmall 
uit Trumps, with a Quart from a King, and two 
ba- {mall Cards of another Suit, and one ſmall Card 
wn to cach of the other Suits; your Adverfary 
one leads a Suit of which your Partner has a 
e- Quart-Major; your Partner puts up the Knave, 
ore and then proceeds to play the Ace: You refuſe 
elp. to that Suit, by playing your looſe Card; when 
vour Partner plays the King, your Right-hand 
= Advcrſary trumps it, ſuppoſe with the Knave 

hree or Ten, do not overtrump him, which may 
Line probably loſe you two or three Tricks by 
each Wl weakening of your Hand: But if he leads to 
Your che Suit of which you have none, trump it, and 
this then play the loweſt of your Sequence, in order 
ver- to get the Ace either out of your Partner's or 
t up  Adverfaries Hand; which accompliſhed, as 
150 bon as you get the Lead, play two Rounds of 
. 4: 


Trumps, and then proceed to play your ſtrong 
Suit. Inſtead of your Adverſary's playing ts 


turn 


om as your weak Suit, if he ſhould play Trumps, do 
rat, vou go on with them two Rounds, and then 
rump Hl broceed to get the Command of your ſtron 
as nuit. But you will ſeldom find this laſt Method 
_ ynddiſed, except by moderate Players. 
incl 

great : 
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J I. tru 
41 Games to be f layed, with certain Ol ſervation 15 
. whereby you are a/jured that your Partner has haz 
14 no more of the St played enn, by yourſelf or ma 
17 him. Sui 
is J. Firft Example. if h 
þ UPPOSE you lead from Queen, Ten, 4 
it Nine, and two ſmall Cards of any Suit, the Cat 
14 ane Hand puts on the Knave, your Partner not 
If | plays 'the Eight; in this Caſe, you having ib it 
3 ' to b 
118 Queen, Ten, and Nine, it is a Demonſtration, 
; | if he plays well, that he can have no more ot way 
wt that Suit. I herefore, by that Diſcovery, you Play 
I may play your Game accordingly, either by With 
il forcing him to trump that Suit, if you are hays 
. ſtrong in Trumps, or by play! inz ſome other 1 
| Suit, ont + 
II. Second Example. SUar 

Vt Suppoſe you have King, Queen, and Ten 
oo of a Suit, and you lead your King, your Part- Pa,. 
ner plays the Kates) this demonſtra tes he has Pl 
no more of that Suit. Jo! 

III. Third Example, which varies fron the tic! 
Tra former. 1 

Suppoſe you have King, Queen, and many 5 

more of a Suit, and you begin with the eee ones; 
in ſome Caſes it is good Play i in a Partner, ben it, ha 
he has the Ace and one ſmall Card in dat Suit enoug 
only, to win his Partner's King with his Ace; King, 
for luppoſe he 1s very firong in Trumps, by = 1 H 
taking his Partner's King with the Ace, le m7 

trumps 


any 


ing, 
„hen 
Suit 
\ce; 
by 
„ he 
1mps 


, 
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trumps out, and after he has cleared the Board 
&f Trumps, he returns his Partner's Lead; and 
having parted with the Ace of that Suit, he has 
made Room for his Partner to make that whole 
Suit, which poſſibly could not have been done 
if he had kept the Command in his Hand, 
And ſuppoſing his Partner has no other good 
Card in his Hand beſides that Suit, he Joſes 
nothing by the Ace's taking of his King; but 
if it ſhould ſo happen that he has a good Card 
to bring in that Suit, he gains all the Tricks 
which he makes in that Suit, by this Method of 
Play: And as your Partner has taken your King 
with the Ace, and trumps out upon it, you 


= hc Reaſon to judge he has one of that Suit 


to return you; therefore do not throw away 
ny of that Suit, even to keep a King or Queen 
guarded, 
CGMP. . 
Particular Games bath to endeavour io deceive and 
ai/irifs your Adver/arics, and to demonſtrate 
vonn Game to your Partner. 
I. Fin Example, 
UPPOSE I play the Ace of a Suit of 
which T have Ace, King, and three ſmall 


ones; the laſt Player does not chuſe to trump 


it, having none of the Suit; if J am not ſtrong 
enough in Trumps, I muſt not play out the 


| Ring, but keep the Command of that Suit in 


mv Hand by playing of a ſmall one, which F 


| muſt do in order to weaken his Game. 


C 2 | II. 
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II. Second Example. | 
Ifa Suit is led, of which I have:none, and a 
moral Certainty that my Partner has not the 
beſt of that Suit, in order to deceive the Adver- 
ſary I throw away my ſtrong Suit; but to clear 
up Doubts to my Partner, when he has the 
Lead I throw away my weak Suit. This Me- 
thod of Play will generally ſucceed, unleſs you 
play with very good Players, and even with 
them, you will oftener gain than loſe by this 
Method of Play. 
CHA FF. VI, 


Particular Games to be played, by which you rin | 
the Riſe of lofung one Trick ouly to gain three, 
I, Fiſt Example. 


UPPOSE Clubs to be Trumps, a Heart 
is played by your Adverſary; your Partner 
having none of that Suit, throws away a 
Spade; you are then to Judge his Hand is com- 
poſed of Trumps and Diamonds; and ſuppoſe 
you win that Trick, and being too weak in 
rumps, you dare not force him; and ſuppoſe 
ou ſhall have King, K nave, and one ſmall 
| onda and further, ſuppoſe your Partner 
to have Queen and five Diamonds; in that 
_ Cafe, by throwing out your King in your firſt BY 
Lead, and your Knave in your ſecond, your 
Partner and you may win hve Tricks in that 
Suit; whereas if you had led a ſmall Diamond, 
and your Partner's Queen having been won with 
| the Ace, the King and Knave remaining in 
4. you! 


2p 
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: | your Hand, obſtructs his Suit: And though 


he may have the long Trump, yet by playin 
a ſmall Diamond, and his long Trump 4 — 
been forced out of his Hand, you loſe by this 


7 Method of Play three Tricks in that Deal. 


II. Second Example. 


Suppoſe, in the like Caſe of the former, you 
ſhould have Queen, Ten, and one ſmall Card 


1 in your Partner's ſtrong Suit; which is to be 
diſcovered by the former Example; and ſup- 


poſe your Partner to have K nave and five {mall 
Cards in his ſtrong Suit; you having the Lead 


F are to play your Queen, and when you play 


again you are to play your Len; and ſuppoſe 
him to have the long Trump, by this Method 
he makes four Tricks in that Suit; but ſhquid 
you play a ſmall one in that Suit, his Knave 
being gone, and the Queen remaining in 
your Hand in the ſecond Round of playu 

that Suit, and the long Trump being a 
out of his Hand, the Queen remaining in your 


Hand obſtructs the Suit, by which Method of 
Play you loſe three Tricks in that Deal. 


III. Third Example. 


In the former Examples you have been ſup- 
poſed to have had the Lead, and by that 
Means have had an Opportunity of throwing 


'N | out the beſt Cards in your Hand of your Part- 


ner's ſtrong Suit, in order to make room for 
the whole Suit; we will now ſuppoſe your 
Partner is to lead, and in the Courſe of Play, 
| C 3 it 
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it appears to you that your Partner has one X 
great Suit; ſuppoſe Ace, King, and four ſmall 
ones, and that you have Queen, 'Ten, Nine, 


and a very ſmall one of that Suit ; when your of 
Partner plays the Ace, you-are to play the Ni 
Nine ; when he plays the King, you are to Pa 
play the Ten; by which means you ſee, in the wh 
third Round, you make your Queen, and hay- yo! 
inga Cnalloge remaining, you do not obſtruct pla 
your Partner's great Suit; whereas if you had no 
kept your Queen and Ten, andthe Knave have Par 
fallen from the Adverſerics, you had loſt twe Qu 
Tricks in that Deal. one 
IV. Fourth Biample, the! 
Suppoſe in the Courſe of Play, as in the nay 
former Cafe, youfind your Partner to have one * 
great Suit, and that you have King, Ten, and 
a ſmall one of that Suit; your Partner leads 
the Ace, in that Cafe play your Ten, and in 2 
the ſecor:d your King: This Method is to pre- ID 
vent a Poſhbility of nov) re. your Partner 8 g / 
great Suit. 


v. Fiftb Example, 


Suppoſe your Partner-has Ace, King, and 
four ſmall Cards in his great Suit, and that you 
have Queen, Ten, and a ſmall Card, in that 
Suit ; when he plays his Ace, do you play 
your Ten, and when he plays his King, do 


Que 


begi 


you play your Queen; by which Method os thod 
Play you only riſk one Trick to get four, have 
| You 

VI. proct 
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- VI. Sixth Example. 
We will now ſuppoſe you to have five Cards 
of your Partner's ftrong Suit. viz. Queen, Ten, 
Nine, Eight, and a ſmall: one; and that your 
Partner has Ace, King, andfour ſmall ones 
when your Partner plays the Ace, do you play 
your Eight; when he plays the King, do you 
play your Nine; and in the third Round; 
no Body having any of that Suit, except your 
Partner and you, proceed then to play the 
Queen, and then the Ten; and having a ſmall 
one remaining, and your Partner two, you 
W thereby gain a Trick, which you could not 
= have done but by playing the high Cards, and 
| by keeping a ſmall one to play to your Partner. 


C HA P. VII. 


Particular Games io be played when your Adver= 

, ſary turns up an Honour on your Right-hand, 
with Directions how to play when an Honour is 
turned up on your Left-hand, 


<= I, Firſt Example, | 
9 P POS Ethe Knave is turned up ws” an 

Right-hand, and that you have King, 
Queen, and Ten; in order to win the. Knave, 
begin to play with your King ; by which Me- 
thod of Play, your Partner may ſuppoſe you to. 
have Queen and Ten remaining, eſpecially if 
you have a ſecond Lead, and that you do not 
procced to play your Queen. : 
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5 II. Second Example. | 
The Knave being turned up as before, and 
that you have Ace, Queen, and Ten, by play- 
ing of your Queen, it anſwers the like Purpoſe 


of the former Rule, 


III. Third Example. 

If the Queen is turned up on your Right- 
hand, and that you have Ace, King, and 
Knave,- by playing your King it anſwers the 
like Purpoſe of the former Rule. | 

IV. Fourth Exampl:. 

Suppoſe an Honour is turned up on your 
Left-hand, and ſuppoſe you ſhould held no Ho- 
nour, in that Caſe you are to play Trumps 
through that Honour; but in caſe you ſhould 


hold an Honour (except the Ace) you muſt be 


cautious how vau play ] rumps, becauſe, in caſe 
your Partner holds no Honour, your Adverſa- 
ry will play your own Game upon you. 


CHAP. Vil 


A Case to demonſtrate the Danger of forcing 
your Partner, 


1 


UPPOSE # and B Partners, and that 


A has a Quint-Major in Trumps, with a 
Quint-Major and three ſmall Cards ef another 
Suit, and that A has the Lead; and let us ſup- 
poſe the Adverſaries C and D to have only five 
'Frumps in either Hand: In this Caſe, 4, hav- 
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II. 


Suppoſe, on the contrary, C has five ſmall 
Trumps, with a Quint-Major and three (mall 
Cards of another Suit, and that C has the- 
Lead, who forces A to trump firſt, by which 
means A wins only five Tricks. 


III. 


= 7 Cask 0 demonſirate the Advantage by 4 


Saw, 
Suppoſe A and B Partners, and that A has 
a Quart-Major in Clubs, they being Trumps, 
another Quart-Major in Hearts, another Quart- 
Major in Diamonds, and the Ace of Spades : 
And let us ſuppoſe the Adverſaries C and D to 
have the following Cards, viz. C has four 


Trumps, eight Hearts, and one Spade; D has 


| five Trumps, and eight Diamonds; C being to 
= cad, plays an Heart, D trumps it; D plays a 


Diamond, C trumps it; and thus purſuing the 
Saw, each Partner ' trumps a Quart-Major of 


, and C being to ply ar'the nia man 


plays a Spade, which D trumps ; thus C and 
have won the nine firſt Tricks, and leave 4 


W with his Quart-Major in Trumps only. 


The foregoing Ca/e thews, that whenever 


vou gain the Advantage of eſtabliſhing of a 
Law, it is your Intereſt to embrace it. 


[What follows in this Treatiſe is the Addition 


promiſed, ] 
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HA. IX. 


Containing Variety of CAsks, intermiæed with 
CALCULATIONSS, demonſtrating when 
it 1s proper, at ſecond Hand, to put up the 
King, Queen, Knave, or Ten, with one ſmall 
Card of any Suit, &c. 1 


UPPOSE you have four ſmall Trumps, 

in the three other Suits you have one Trick 
ſecure in each of them; and ſuppoſe your Part- 
ner has no Trump, in chat Caſe the remaining 
nine Trumps muſt be divided between your 
Adverſaries; ſuppoſe five in one Hand, and 
four in the other, as often as you have the 
Lead, play Trumps : And ſuppoſe you ſhould 
have four Leads, in that Caſe, you ſee your 
Adverſaries make only five Tricks out of nine 
Frumps ; whereas if you had ſuffered them to 
make their Trumps ſingle, they might poſlibly 
have made nine I ricks. | _ 

By this Example, * ſee the Neceſſity there 
is of taking out two Trumps for one upon moſt 


Occaſions. | =_ 

Yet there is an Exception to the foregoing bete 
Rule, becauſe if you find in the Courſe of Play, And 
that your Adverfaries are very ſtrong in any WW bei. 
particular Suit, and that your Partner can give WW {© ha 
you no Aſſiſtance in that Suit, in fuch a Ca mis 
you are to examine your own, and alſo your WF uit, 


1 * 
LINKS 4 


Adverſaries Scores, becauſe by keeping ane 
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Trump in your Hand to trump ſuch Suit, it 


| may be either a Means to ſave or win a Game. 


| It; {7 xii 
Suppoſe you have Ace, Queen, and two 
{mail Cards of any Suit; your Right-hand Ad- 
verſary leads that Suit; in that Caſe, do not 
put up your Queen, becauſe it is an equal Wa- 


aps eer that your Partner has a better Card in that 
P. 


Suit than the third Hand; if fo, you have the 
Command of that Suit. 
An Exception to the foregoing Rule is, in 


W caſc you want the Lead, then you are to put 


up your Queen, 
| II. 


Never chooſe to lead from King, Knave 
and one ſmall Card in any Suit, becauſe it is 2 
to 1 that your Partner has not the Ace, and 
alſo 32 to 25, or about 5 to 4, that he has Ace 
or Queen; and therefore, as you have on! 
about 5. to 4 in your Favour, and as you wo 


| have four Cards. in ſome other Suit, ſuppoſe the 


Ten to. be the higheſt, lead that Suit, becauſe 


it is an equal Wager that your Partner has a 


better Card in, that Suit than the: laſt, Playen: 


| And if the Ace-of:the firſt mentioned Suit lies 


behind you, whichi4s an equal Wager it ſhould 
o happen, in caſe your Partner has it not; in 
this Cafe, on your Adverſaries leading this 
Suit, you probably make. two Tricks in it by 
this Method of Play. 
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Be . | 5 
Suppoſe in the Courſe of Play it appears to 


you, that your Partner and you have four or 
five Trumps remaining, when your Adverſarics Wi 
have none, and that you have no winning Card 
in. your Hand, but that you have Reaſon to I 


judge that your Partner has a thirteenth Card, 
or ſome other winning Card in his Hand; in 
that Caſe play a fall Tramp, to put the Lead 
into his Hand, in order to throw away any 
loſing Card in your Hand, upon ſuch thirteenth 
vr other good Card, | 


CHAP. X. 


Same DIRECTIONS for putting up at ſecond 


Hand, King, Queen, Knave, or Ten of ati 
Suit, &c. | 
1. 


UPPOSE you have the King, and one 


a good Player, do not put up the King, unle 
you want the Lead, becauſe a good Player ſel-· WM 
dom leads from a Suit of which he has the Ace, 


but Keeps it in his Hand (after the Trump 


are played out) to bring in his ſtrong Suit. 
II. 

Suppoſe you have a Queen, and one ſmall Ml 
Card of we Suit, and that your Right-hand 
Adverfary leads that Suit; do not put on your 
Queen, becauſe ſuppoſe the Adverſary has led 
i:om the Ace and Knaye, in that Caſe, upon 


the 


S ſmall Card of any Suit, and that your i 1 
Right-hand Adverſary plays that Suit; if he is 
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me Return of that Suit, your Adverſary fineſſes 
to the Knave, which is generally good Play, eſpe- 


or cially if his Partner bas played the King, you 
rics thereby make your Queen ; but by putting on - 
ard che Queen, it ſhews your Adverſary that you 

1 to WE have no Strength in that Suit, and conſequently 
ard, > | puts him upon fineſſing upon your Partner 
in throughout that whole Suit. 

ead HS | II I . 

us 5 In the former Examples you have been in- 
2nth 


formed, when it is thought proper to put up 
the King or Queen at ſecond Hand ; you are 
WW !icewiſe to obſerve, in caſe you ſhould have the 
nd Knave or Ten of any Suit, with a ſmall Card 
* ary MY of the fame Suit, it is generally bad Play to put 
up either of them at ſecond Hand, becauſe it 

is five to two that the third Hand has either 
Ace, King, or Queen of the Suit led; it there- 
| fore follows, that as the Odds againſt you are 
hve to two, and tho” you ſhould ſucceed ſome- 
times by this Method of Play, yet in the main 
Ss you mult be a Loſer, becauſe it demonſtrates 
to your Adverſaries that you are weak in that 
=y uit, and conſequently they fineſſe upon your 
Partner throughout that whole Suit. 

IV. 

Suppoſe you have Ace, King, and three 
ſmall Cards of a Suit, your Right-hand Adver- 
fary leads that Suit; upon which you play your 
Ace, and your Partner plays the Knave. In 
caſe you are ſtrong in Trumps, you are to re- 
turn 2 ſmall one in that Suit, in order to let 

your 
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your Partner trump it : And this Conſequence 
attends ſuch Play, viz. you keep the Command 
of that Suit in your own Hand, and at the 
ſame Time, it gives your Partner an Intimation 
that you are ſtrong in Trumps; and therefore, 
he may play his Game accordingly, either in 
attempting to eſtabliſh a Saw, or by trumping 
out to you, if he has either Strength in Trumps, 
or the Commend of the other Suits. 


. 
Suppoſe A and B's. Game is ſeored 6, the 


Adverſaries C and D is ſcored 7, and that 9 Par 

Cards are played out, of which A and B have 

won 7 Tricks, and ſuppoſe no Honours are 
reckoned in that Deal; in-this Caſe 4 and B 

have won the odd Trick, which puts thei! [ ey 
Game upon an Equality; and ſuppofe A to have * 
the Lead, and that A has two of the ſwalleſt 75 
Trumps remaining, with two winning Cards of 

other Suits ; and ſuppoſe Cand D-have the two 

beſt Trumps between them, with two othe: U 
winning Cards in their Hands, Quere, How are 1 
you to play this Game? It is 11 to 3 that e Nine 
has not the 2 Trumps; and likewiſe,.r1 to } i Quee, 
that O has them not: the Odds being fo much Vitae 
in A's Favour to win the whole Stake, it is bi: Begin 


Intereſt to play a Trump; for ſuppoſe the Stake have t 
to be 70 J. depending, A wins the whole Stake, WW [#11 
if he ſucceeds by this Method of Play; bu Comm 


ſhould ke play the cloſe Game, by forcing Cen Trum 
D to trump firſt, he having won the odd Leer ha: 
already, and being ſure of vzinning two more and the 
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his own Hand; by this Method hi 

; l is G i 
be ſcored 9 to 7, which is about 3 8 dert 
therefore, 4's Share of the 70 J. will amount 
only to 42 J. and, by this Method, A only ſe- 


eures 7 J. Profit; but in the other Caſe, upon 


Suppoſition that 4 and B ha 
at ve It t 
nat 1 8. Tt: aforeſaid, by wing 555 
4 S | P 
Fes bs is "or ed to 55 l. out of the 701. 
The foregoing Caſe bein 0 
20 l 
my be applied to the like Pur; 2 2 
arts of the Game. N inen 
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ome; OA Ns how to play when an Ace 
y gy Or Queen, are turned up en your Ri h . 
land, &c. 1 88 * 


I 45' 


| F | 
Riche che Ace is turned up on your 
NS 5 and, and that you havethe Ten and 
rumps only, with Ace, King, and 


| Queen of another Suit 
, and eight Card 
| Value, Quere, how muſt this Cards by why 


Begin with the Ace of the Suit of which you 


, have th & 1 
e Ace, King, and Queen, which is an 


Informati 

gs) to your Partner that you have the 

Trvmgn 5 that Suit; then play your Ten of 
ps, becauſe it is five to two that your Part- 


ner has Ki | 

—_ _— Queen, or Knave of Trumps ; 
7a "yp it is about ſeven to two that your Part- 
| not two Honours, yet, ſhould he chance 


to 


port TREATTS E Jo 1 
pdf hem, and they prove to be the will pa's 
Zum n that Caſe, as your Partner to 12 
e of Trumps, and - Aa * of 
Ker e Player for holding the Queen 
e. on Suppoſttion your Gs has the 
1 1 Lee ** plays to your ſtrong Suit, a 
; 1 it | E : 

j 


zlay the Nine 

it your having the vg : _ 1 N A Partner's 

l of Trump . of winning the 

. Power to be ind it. ; 
4 | een if he lies behind it that turning up 8 
0 foregoing Caſe ſhews, leſs bene- of 
1 | The antes. , 5 Ou, may be made le lay by and | 
if! | fcial to your Adv : Ing th 
| XR this Rule. * „nan 
16 | | n you hi 
at : een are turned up o irtee 
* If the King or Ne Method of Play may I mall 
I | | Rizht-hand, the li u are always to 3 Other { 
Mil made uſe of; _ ee Partner's Capacity, p nave 
Wl hg Og ee Hg proper Uſe of Nang 
0 | ll cauſe a good pig one ſeldom, it ever. Fl fo 
0 | Wl. ſuch Play, but III | 3 to WI 
1291188 Criary « duit, ; 
1:4 Suppoſe the Adverſary and that you ſhou uit, al 
l l leads the King OI Truwps, with a What Tr. 
wo \ce and four ſm to pals uts u 
We _ = wp this Caſe it is — Mee N55 8 rie 
0 3 d though he ſhoulc % Wit to b 
. King; an 5 s, with one more, ut to 
1 the Knave of Frumps, inn play tie nich m 
0 [ es 7 = ap 4 — has the nſcque 

U 1 . ini at | 
e in e to 

11 imall one, 1 * {mall one, you ar aſs 

Wd: Ace ; when he play b 
0 
Wl | 


the G AM E of W MIS r. 
| "paſs it, becauſe it is an equal Wager that your 
partner hasabetter Trump than the laſt Player; 


be if fo, and that he happens to be a tole- 
n of rable Player, he will judge you have a good 
as it Reaſon for this Method of Play, and conſe- 
; the i quently, if he has a third Trump remaining 
pon he will play it, if not, he will play his belt 
Vine Ce. | | 
ner's 

hs IV. 


A critical Cast to win an odd Trick, 


ds Suppoſe A and B Partners againſt Cand D, 
and ſuppoſe the Game to be Nine all; and 


ſuppoſe all the Trumps are played out, A be- 
ing the laſt Player, has the Ace and four other 
mall Cards of a Suit in his Hand, and one 


you hirteenth Card remaining B has only two 
ay „en Cards of A's Suit; C has Queen and two 
* bther ſmall Cards of that Suit; O has King, 


Knave, and one imatt Card of ine fame Suit. 


and B have won three Tricks, C and D have 


ba yon four Tricks; it therefore follows that f 
to win four Tricks outof the Six Cards in his 
-hand and, in order to win the Game. C leads this 


uit, and D puts up the King; A gives him 
Pat Trick, D returns that Suit, 4 * it, and 
puts up his Queen: Thus Cand D have won 
Tricks, and C imagining the Ace of that 
quit to be in his Partner's Hand, returns it; by 
ich means A wins the four laſt Tricks, and 
nſeguently the Game. | v 


42. | 4 ſhort TREATIS E or 1 

Res” 8 V. r 3 Ten f 
Suppoſe you ſhould have the King and f. but ab. 
ſmall Trumps, and that your right-hand Ad- g Hot 
verſary plays the Queen; in that Caſe do no: WR) N 
put on your King, becauſe it is an equal Wage Partner 
that your Partner has the Ace; and ſuppol: Wl 
your Adverfary ſhould have Queen, Knave, 
Ten, and one ſmall Trump, it is alſo a5 
equal Wager that the Ace lies ſingle, either in 
your Adverſary's Hand or Partner's ; in eithe Mnave it 

of which Caſes it is bad Play to put on you: Caſe. 
King; but if the Queen of Trumps is led, an! 
that you ſhould happen to have the King, wit) WM 
two or three Trumps, itis the beſt Play to put n Wl 
the King, becauſe it is good Play to lead from Lead of 
the Queen and one ſmall Trump only; and Athers 
in that Caſe, ſhould your Partner haye the (i214 to 
Knave of Trumps, and your left-hand Adver- n defici 
fary hold the Ace, your neglecting to put on th: ug in 
e then pl 
eration o 


King is the Loſs of a Trick. 
| | nat he is 


C H A . | XII. 3 
oere, 5 
— 2 


The Ten or Nine being turned up on your Rig!t- 
, Hand, &c. 
e | | | | : OP 
UPPOSE the Ten is turned up on yo! 
Right-hand, and that you ſhould ha 
King, Knave, Nine, and two ſmall Trump, 
with eight other Cards of no Value, and that 
is proper for you to lead Trumps, in that Cal, 
begin with the K.nave, in order to.prevent 2 ou lead fre 


0 
1 hand, a 
ee, 


[ 


You a 


e 
8 
8 
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Ten from making of a Trick ; and tho” it is 
but about five to four that your Partner holds 
an Honour, yet if that ſhould fail, by fineſſing 
our Nine on the Return of Trumps from your 
Partner, you have the Ten in your Power. 
IE 5 
The Nine being turned up on your Right- 
hand, and that you thould have ave; Fen, 
Eight, and two ſmall Trumps, by leading the 


nave it anſwers the like Purpoſe of the former 


Caſe. 
+ | 3 
Lou are to make a wide Difference between a 
WF c:d of Choice, and a forced Lead of your 
WE irtner's; becauſe, in the firſt Caſe, he is ſup- 
WE oc to lead from his beſt Suit, and finding 
cou deficient in that Suit, and not being ſtrong 
BE :ough in Trumps, and not daring to force you, 
e then plays his next beſt Suit; by which AE 
eration of Play, it is next to a Demonſtration 
hat he is weak in Trumps : But ſhould he per- 
eoere, by playing off his firſt Lead, if he is 
1 200d Player, you are to judge him ftrong in 
WW rumps, and it is a Direction for you to play 
our Game accordingly. 
our . 

There is nothing more pernicious atthe Game 
Bf VV hiſt, than to change Suits often, becauſe 
every new Suit you run the Riſk of giving 
our Adverſary the Tenace ; and therefore, tho? 
"yo {cad from a Suit of which you have the 


Queen 
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Queen, Ten, and three ſmall ones, and your i 
Partner puts up the Nine only, in that Caſe, i' 
you ſhould happen to be weak in Trumps, and 
that you have no tolerable Suit to lead from, it 70 

ts your beſt Play to purſue the Lead of that Suit CA 
by playing your Queen, which leaves it in your 
Partner's Option whether he will trump it or 


not, in caſe he has no more of that Suit ; but I Ne 
in your ſecond Lead, in Caſe you ſhould hap- 1 it do 
pen to have the Queen or Knaye of any other WWitrong i; 


with the 


Suit, with one Card only of the fame Suit, it Wi 
Suit: F. 


would be better Play to lead from your Queen 
or K nave of either of theſe Suits, it being; ef which 
to 2 that your Partner has one Honour at lea Card on] 
in either of thoſe Suits. pon pl: 

| V. : Aucen, N 
artner t. 


If you have Ace, King, and one ſmall Ca gy 
© Re . - 2 Eh art. 
of any Suit, with four Trumps if your rigtt le Kine 
band Adverſary leads that Suit, paſs it, beczu r h. Pa 
it is an equal Wager that your Partner has i; . 1 * 
. . . ; he loſing 
better Card in that Suit than the third Hand 8 
if ſo, you gain a Trick by it; if otherwite, 
you have four Trumps, you need not fear BR >! 
loſe by it, becauſe when Trumps are play B'2 in his F 
you may be ſuppoſed to have the long ITrum f conſiſt 
8 55 ppoſe you 
WP”! Card, 
mall 7 
3 Ldge he h. 


Suppoſe 


| : crefore ydi 
C HA. ſtrong 81 


5 Hur next Pj 
ups; if: 
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CHAP, XIII. 


1 Caution nt to part with the Command 4 
your Adverſary's great Suit, &c. 
| 5 „ 

N caſe you are weak in Frumps, and that 
= it does not appear that your Partner is very 

ſtrong in them, be very cautious how you part 
ith the Command of your Adverſary's great 
ait: For ſuppoſe your Adverſary plays a Suit 
f which you have King, Queen, and one ſmall 
Card only, the Adverſary leads the Ace, and, 
pon playing the ſame Suit, you play your 
cen, which makes it almoſt certain to your 
artner that you have the King; and ſuppoſe 
our Partner refuſes to that Suit, do not play 
be King, becauſe if the Leader of that Suit 
a is Partner have the long Trump, you riſk 
ee loſing of three Tricks to get one. 
. 


= >uppoſe your Partner has Ten Cards remain- 
ein bis Hand, and that it appears to you that 
ey conſiſt of Trumps and one Suit only; and 
ppoſe you fhould have King, Ten and one 
all Card of his ſtrong Suit, with Queen and 
Wo imall Trumps ; in this Caſe, you are to 
age he has five Cards of each Suit, and 
eiefore ydu ought to play out the King of 
ſtrong Suit; and if you win that Trick, 
ur next Play is, to throw out the Queen of 
8-10 PS ; if that likewiſe comes home, proceed 
800 


en 
— 9D” Wn A MY 2 
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to play Trumps : This Method of Play may be 


made uſe of at any Score of the Game, except WS Supp 
at 4 and 9g. „ be Ad; 
| III. g. an 

errtary 


The TRUMP turned up to be remembered. 
It is ſo neceſſary that the Trump turned up 


1 u perr 
ig the 


ſhould be known and remembered, both by the 1 Adverſa 
Dealer and his Partner, that we think it pro- bereas, 
per to obſerve, that the Dealer ſhould always Pad mad, 


fo place that Card, as to be certain of having MP "is Mett 
Recourſe to it: For ſuppoſe it to be only a 5, Tricks. 


and that the Dealer has two more, vis. the 6 


and 9, if his Partner trumps out with Ace and 27. / 
King, he ought to play his 6 and 9; becauſe, WF That 
let us ſuppoſe your Partner to have Ace, King, ben vou 


and four ſmall Trumps; in this Caſe, by your 0 "4 
Partner's knowing you have the 5 remaining 


Nuit; in 
you may win many Tricks. you have t 
| IV. 


; 2 rump Ou 
te” | obe, 
Your Right hand Adverſary leads a Suit of M ui 9 

which you have the Ten and two ſmall ones; 
the third Hand puts up the K nave, your Par-. 
ner wins it with the King ; when your Right. duppoſe y 
hand Adverſary leads that Suit again, and plays E Body e 
a ſmall one, do you put on your Ten, becau WF. only fe 
it may fave your Partner's Ace, upon Supp A in 
ſition that your Right-hand Adverſary led iron 3 your P 
the Queen; you will ſeldom fail of $ ucceſs bf 1 allo give 
mis Method of Play. erlaries t. 
OW | . 8 d Suit; by 
5 have deen 
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duppoſe you have the beſt Trump, and that ll 
be Adverſary A has one Trump only remain- 1 
ig, and that it appears to you that your Ad- 8 
WW cfary B has a great Suit; in this Caſe, tho' 1 
ou permit A to make his Trump, yet by keepp- 1 
og the Trump in your Hand, you prevent the | 


dverſary B from making his great Suit; 1 


Wh bcrcas, if you had taken out 4's Trump, it iM 
ad made only one Trick Difference; but by "nl 
bis Method you probably fave three or four _ 
I ie e e, 
9 VI. | | 1 
1 The following CASE happens frequently. i ; 
„Tat you have two "Trumps remaining Wl 
„ben your Adverſaries have only one, and it = 
u Mepears to you that your Partner has one great "nl 
Nit; in this Caſe always play a Trump, tho” 1 
ou have the worſt, becauſe by removing the il 

upp out of your Adverſaries Hands, there ml 

be no Obſtruction to your Partner's great 1 
lie. e 1 
Wh 2 | VII. | 4 of 
0 Loppoſe you ſhould have three Trumps Wen | ll 
15 Body elſe has any, and that vou ſhould ö 
Fc only four Cards of any certain Suit re- 1 
if gaining; in this Caſe play a Prump, which | 
"cis your Partner that you have all the Trumps, 1 
1 dl allo gives you a fair Chance tor one of your | 
* ©! Ov erfaties tothrow away one Card ofthe afore- 1 

Wd uit; by which means, ſuppoſing that Suit 1 
have been once led, and one thrown away, if 


makes 
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makes five, and four remaining in your Hand 
makes nine, there being only four remaining 


between three Hands, and your Partner having - 20 
an equal Wager to hold a better Card in that 8e 1 
Suit than the laſt Player, it therefore follow; Ss 
that you have an equal Chance to make ther tn 
Tricks in that Suit, which probably could na ut o 
have been done but by this Merhod of Play, wks 
VIII. 1 

Suppoſe you have five Trumps, and . And 

ſmall Cards of any Suit, and you are to lead; poſing 


the beſt Play is to lead from the Suit of wh Knave 
you have fix, becauſe, as you are deſicient h | 
two Suits, your Adverſaries will probaby 


. „ . Ss: Rey your Se 
trump out, which is playing your own Gar 


verſarie 


- . To 
for you; whereas had you begun with playin, Round, 
Frumps, they would force you, and conf BBS out thei 


Remain 


quently deſtroy your Game. 


| The 
Some Purchaſers of the TREATISE ix Man, 


fſecript, diſpoſed of ſome time ſince, having « : 
fired à farther Explanation concerning K If you 
playing of Sequences, they are erplainci rr, a 
the following Manner, | der you 
play your 

Tor Sequ 
Number, 


N Trumps you are to play the higbeft Wl 

I your Sequences, unleſs you ſhould ha = 
Ace, King, and Queen; in that Cafe play "88 _ 
loweſt, in order to let your Partner into the ou ut if 


: rumps 
of your Game, bent 


1 2 
— 

* * 
* 
4 

LA 


2 
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. 

In Suits which are not Trumps, if you have 110 

| a Sequence of King Queen, and Knave, and i! 
to ſmall ones; whether you are ſtrong in "if 

| Trumps or not, it is the beſt Play to begin 1 
with the Knave, becauſe by getting the Ace | It 
out of any Hand, you make Room for the 1 
whole Suit. 10 

| III. | 1 

And in caſe you are ſtrong in Trumps, ſup- 1 
poſing you ſhould have a Sequence of Queen, 4 
Knave, Ten, and two ſmall Cards of any Suit; i 

in that Caſe, you ought to play the higheſt of 1H 
pour Sequence, becauſe, if either of the Ad- fl 
verſaries ſhould trump that Suit in the ſecond bt! 
Round, by being ſtrong in Trumps, you fetch 1 
out their Trumps, and conſequently make the | ; 
Remainder of that Suit. | | »Þ 
The like Method may be taken, if you 1 
ſnould happen to have a Sequence by Knave, 11 
Ten, Nine, and two ſmall Cards of any Suit. ö 
IV. 5 
lf you have a Sequence of a King, Queen, | 
Knave, and one ſmall Card of any Suit, whe- 1 
ther you are ſtrong in Trumps, or otherwiſe, {I 
play your King; and do the like by any infe- 1 
or Sequences, if you have only four in 30 
* 2 Numbe . ö | | | 


But if you ſhould happen to be weak in 
Trumps, you muſt always begin with the 
loweſt of the Sequence, in caſe you ſhould 

D have 


. wm ̃² , — 
. 2 © 


ner to have the Ace of that Suit, he then make; 
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have five in Number; for, ſuppoſe your Part- 


it; and where lies the Difference whether 0 Wh 
you or your Partner win a Trick ? For if you — 4 
had the Ace and four ſmall Cards of any Suit, Kis, 
and are weak in Trumps, and led from that ; On 
Suit, if you play well, you ought to play the Kon 
Ace; if you are very ſtrong in 'Trumps, you os 
may play your Game as backward as you pleaſe; 
but if you are weak in Trumj s, you muſt play I, b 
the reverſe. | MME fxcies h. 
l. | = weak in 
Let us explain what is meant by being ftrons _ 2 
or weak in Trumps. SES ou hav 
If you have Ace, King, and three ſmall i 
Trumps. 5 
King, Queen, and three ſmall Trumps. If you 
Queen, Knave, and three ſmall Trumps, chrec ſn 
Queen, Ten, and three ſmall Trumps. hand A; 
 Knave, Ten, and three ſmall Trumps. _ ED no 


ton to“ 


Queen, and four ſmall FTrumps. 


Knaye, and four ſmall Trumps. rumps. 

In any of the aforeſaid Caſes, you may be Suppo: 
underſtood to be very ſtrong in Trumps, and mall TI. 
therefore you _ playiby the foregoing Rules, o you, f 
being morally aſſured of having the Command BF Lrumps, 
in Trumps. | | =: put or 
If you havetwo or three ſmall Trumps only, MW your right 
we underſtand you to be weak in them. and that 

| | Number; 
are, 


VII. 
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VII. 

What Strength in Trumps intitles = to 
force your Partner at any Point of the Gam 

Ace, and three ſmall Trumps. 

King, and three ſmall Trumps. 
Queen, and three ſmall Trumps, 
=_ Kunave, and three ſmall Trumps. 
1 VIII. | 
Ik, by Accident, either you or the Adyer- 
= ics have forced your Partner (tho' you are 
weak in Trumps), if he has had the Lead, and 
= docs not chuſe to trump out, force him on as 
often as the Lead comes into your Hand, unleſs 
Hou have good Suits of your own to play. 
| IX. 


Tf you ſhould happen to have only two or 
three ſmall Trumps, and that your right- 
hand Adverſary leads a Suit of which you 


ton to your Partner that you are weak in 
WF | rumps, | guy 
| X. 


4 wall Trump, and that your Partner trumps 
„o you, ſuppoſe from the King and three ſmall 
d Trumps, Query, Whether it is the beſt Play 


0 put on the Ace or Knave? and ſuppoſe 
Sy our right-hand Adverſary has three Trumps, 
and that your left-hand Adverſary has the like 
Number; in this Caſe,” by fineſſing of your 
axe, and playing 19a Ace, if the Queen 
| '4F 2 1 


e? 


hava none, trump it, which is an Informa- 


Suppoſe you haye Ace, Knave, and one 


— r ate ale bi, tht A .rar eee * 
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is on your Right-Hand, you win a Trick by by you 
it; but if the Queen is on your Left Hand, MW makin; 
and you ſhould. play the Ace, and then retun Wn 
the 2 admitting your left-hand Adver = If y 
ſary put on the Queen, which he ought to do, of whi 
it is above 2 to 1 that one of the Adverſaries mal! C 
has the Ten, and conſequently you gain no on the 
Tricks by playing thus. = x nvc 
5 and if 
If your Partner has led from the Ace of WW 8 
Trumps, and ſuppoſe you ſhould have King, Fa A 
Knave, and one fmall Trump, by putting on 8 
| your Knave, and returning the King, it an. 1 
wers exactly the like Purpoſe of the forme: Wi Ny de 
0 Rule. | _ - 
In other Suits you may practiſe the like (iſ £5" 


| | 2 p = 3 $\ EE} C. » 1 

i If you are ſtrong in Trumps, and that v0 She 
. have King, Queen, and two or: three (mal e +5 ma 
1 Cards in any other Suit, you may lead a ſmall chat ye 
5 One, it being 5 to 4 that your Partner has an D | Suit th: 

q! Honour in that Suit; but if you are weak n Trick | 
If your Right-hand Adverſary leads a Suit o Wil 
which you have King, Queen, and two ol If y 
| three ſmall Cards of the ſame Suit, you bein; and on: 
| ſtrong in Trumps; may paſs it, becauſe it is as leads th 
«qual Wager that your Partner chas à beitet H es 
| Card Jn that Syit than the chipd Hand ; 5 oy WY + fur 


UG REA, open; Ay; ARR Ce RI 
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by your Strength of Trumps, you need not fear 
making that Suit. ö f 

If your Right-hand Adverſary leads a Suit 
of which you have King, Queen, and one 
ſmal! Card, whether in Trumps or not, put 


on the Queen: Alſo, if you have Queen, 


Knave, and one ſmall Card, put on the Knave ; 
and if you have Knave, Ten, and one ſmall 
| Card, put on the Ten; by putting up the ſe- 


= cond beſt, as aforeſaid, your Partner has arr 


Expectation of your having a better Card or 
Cards in the ſame Suit; and, by Recourſe to 
ne Calculations annexed to this Treatiſe, he 
W ny be able to judge what are the Odds for and 
againſt him. 15 | 
If you ſhould have Ace, King, and two ſmall 
Cards in any Suit, being ſtrong in Trumps ; 
if your right-hand Adverſary leads that Suit, 
vou may paſs it, becauſe it is an equal Wager 
| that your Partner has a better Card in that 
Suit than the Third Hand; if fo, you gain a 
Trick by it; if otherwiſe, you need not fear 
ro make your Ace and King, by your Strength 
in Trumps. . | 
XVI. 


If you ſhould have the Ace, Nine, Eight, 


and one ſmall Trump, and that your Partner 
leads the Ten; in that Caſe pals it, becauſe 


leis the three Honours lie behind you, you 


are iturc of making two Tricks; do the like, 


— — CO eee ? = — — g — P 8 0 p 1 
— 4 _ * „ * ad p — a 


verſary leads from the King, or Queen of the T 


Suit, of which you have the Ace, Ten, and one 
ſmall Card; in that Caſe it is an equal Wager 
hat your Partner has a better Card in that Suit 

1 8 than 
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if you ſhould have the King, Nine, Eight, ane tan 
one ſmall Trump; or the Queen, Nine, Eight, Case 
and one ſmall I rump, race. 
| "2 3 
XVII. chrec. 
In order to deceive your Adverſaries, if 5b 
right-hand Adverſary leads from a Suit of 4 
which vou have Ace, King, and Queen, er 
Ace, King, and K nave, put on the Ace; be- * 
cauſe that encourages the Advetlaries to play b. 4 
that Suit again: And tho' you deceive your 4H 7 
Partner by this Method of Play, you alſo de- en 8 
ceive your Adverſaries, which is of greater ar 7 
Conſequence in this Caſe; becauſe, if you hat Hang 
ut on the loweſt of the Tierce-Major, or the are by 
2 in the other Suit, your right-hand Ad- oh Re 
verſary had made a Diſcovery that the Strenzth 1 
of that Suit was againſt him, aud conſequent- . +»... 
ly would have changed Suits. | . Clubs, 
5 XVIII. | 5 | 2 Hearts 
_ Suppoſe you. have Ace, Ten, and one ſmall WWF {<2ds, 
Card, in any Suit; alſo the Ace, Nine, and The 
one ſmall Card of any Suit, Query, Which of e ©x 
theſe Suits ought you to lead from? Anſwer, Bl © cm 
From the Suit of which you have the Ace, Nine, WWW © irtee 
and one ſmall Card; for this Reaſon, it being But 
an equal Wager that your Partner has a better leads, | 
Card in that Svit than the laſt Player ; if not, fourtee 
let us then ſuppoſe that your right-hand Ad- wa 
| 185 
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than the third Hand; if that happens to be the 
Caſe, upon the Return of the Suit, you lie Te- 
nace, and conſequently ſtand a fair Chance for 
three Tricks in that Suit. 5 


e 
A Cask to demonſ/irate the Tenace. 


Let us ſuppoſe 4 and B to play at T'wo- 
handed Whiſt, and let us ſuppoſe 4 to have 
the Ace, Queen, Ten, Eight, Six, and Four of 
Clubs, which, in caſe B ys leads, are fix 
ſure Tricks. Let us ſuppoſe he has the ſame 
Hand in Spades, which, in caſe B always leads, 
are ſix more ſure Tricks. We ſuppoſe B has 
the Remainder of theſe two Suits. 9055 

Let us ſuppoſe B to have the ſame Hand in 
Hearts and e as A has in Spades and 
Clubs, and that A has the Remainder of the 
Hearts and Diamonds, which, in caſe A always 
icads, are twelve ſure Tricks alſo to B. 

The foregoing Caſe ſhews that both Hands 
are exactly equal ; and therefore Jet one of 
them name his Trumps, and lead, he wins 
thirteen Tricks only. | 

But if one names the Trumps, and the other 
leads, he that names the Trumps ought to win 
fourteen Tricks, i | 

Thoſe who would attain to the playing of 
WAs to Perfection, mult not be content on- 
with being a Maſter of the Calculations con- 
tained in this Treatiſe, and alſoan exact Judge 
of all the General and Particular Caſes in the 
D 4 ſame; 


9 


. 
=- — „„ * 


en e e ee eee. FFF ⁵ VAT 
; — —_— j 


222 AA 


1 


Je, 7 . 2 


5 
2 
* 
1 : 
85 
1 
* 
a 
W 
af 


® 4 * n 2 24 888 
— tka beats mb daceieabe J . „ — 0 N 
* 


A fbort TR EAT IS E en 


56 
ſame; but be a. very punctual Obſerver of 
ſuch Cards as are thrown away, both by his 
Partner and Adverſaries, and at what Time: 
Whoever attends cloſely to theſe Particulars, 
are the moſt likely to attain their End. 


e H AP: XV. 


. Additional CAsEs. 
we 


| W HEN it appears to you that the Adyc:- 


ſaries have three or four Trumps re- 
maining, and that neither you nor your Part- 
ner have any, never attempt to force one Hand 
to trump, and to let the other throw away a 
loſing Card ; but rather endeavour to find out 
2 Suit in your Partner's Hand, in caſe you 
have no .Suit in your own, by which Means 
you prevent them from making their Trumps 
ſeparate. | p | 

| II. 


Suppoſe A and I are Partners againſt C and 
D, and ſuppoſe nine Cards are played out; and 
alſo ſuppoſe eight Trumps are played out; and 
further ſuppoſe 4 to have one Trump only, 
and ſuppoſe his Partner B to have the Ace and 
Queen of Trumps, and ſuppoſe the Adverſaries 
CandD to have the King and Knave of Trumps 


between them. A leads his ſmall Trump, C 


plays the Knave of Trumps, Query, Whether 


£ 1s to play his Ace or Queen of Trumps upon 


the Knave, becauſe O having four Cards in his 
e Hand 
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Fland remaining, and Chas only three; conſe» 7 
WF quently, it is four to three in Z's Favour, that 
de King is in D's Hand: If we. reduce the 
Number of four Cards im a Hand to three, the 
=_ 0; then is 3 to 2; and if we reduce the 
Number of three Cards in a Hand to two, the 
aas then is 2 to 1 in favour of B's winning 
ot a Trick, by putting on his Ace of Trumps. 
By the like Rule you may play all the other Suits. 


585 . l 

Let us ſuppoſe you have the thirteenth: | 

| Trump, and alfo the thirteenth Card of any * 
| Suit in your Hand, and one loſing Card; and 
| let us ſuppoſe you have only three Cards re- i 
| maining, Query, Which of theſe Cards are. fi 
vou to play? Anſwer, You ate to play the 0 


. 


joſing Card, becauſe if you play the thirteenth 
Card ſirſt, the Adverſaries knowing you to have 14 
one Trump remaining, will not paſs your 
WF loſing Card, and therefore you play 2 to L. 
272inft yourſelf, WET 


IV. | 

= }-ct us ſuppoſe that you have the Ace, King, 
and three ſmall Cards in any Suit, which has“ 
ncrer been played; and let us ſuppoſe that it 
appears to you that your Partner has the laſt. 
W ! rump remaining, Query, How are you to 
blay theſe Cards to your greateſt Advantage? 
= wer, You are to lead a ſmall Card in that 

uit, becauſe it is an equal Wager that your 
Partner has a better Card in that Suit than tile 
lt Player; if ſo, and that there are only three 
W x Cards 
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Cards in that Suit in any one Hand, it follow; il 
that you win five Tricks in that Suit; where. 
as, if you play the Ace and King of that Suit, 
it is 2 to 1 that your Partner does not hold the 
Queen, and conſequently, by playing the Ace 
and King, it is 2 to 1 that you win only tw 
Tricks in that Suit. This Method may be 

taken in caſe all the Trumps are playtd out, 

provided you have good Cards in other Suits to 
bring in this Suit; and you may obſerve, tha Wl 
_ you reduce the Odds of 2 to 1 againſt you to an Wl 

equal Chance, by this Method of Play, a: 
Frobably gain three Tricks by it. 4 
If you chuſe to have Trumps played by th: 
Adverfaries, and that your Partner has lcd : 

Suit to you, of which you have the Ace, K nave, i 

Ten, Nine, and Eight, or the King Knav,lf 
Ten, Nine, and Eight, you are to play the Wl 
Eight of either Suit, which probably 1eais Wi 
the Adverfary,.if he wins that Card, to pl 
Trumps. N 
Suppoſe you ſhould have a Quart-Major un 
any Suit, with one or two more of the {an 
Suit, and that it is neceſſary to let your Partni 
know that you have the Command of that oui;; Wl 
in that Caſe, throw away the Ace of that Suit, 
upon any Suit of which you have none in youu 
Hand, to clear up his Doubts, becaufe the Ol 
is in your Favour that neither of the Ader 
{aries have more than three in that Suit: * Z 
1. 


IR 


— 6 — 


— ESD — OE EET 
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xe Method may be taken if you have a Quart 
to a King; the Ace being played out, you 
may throw away the King; alſo if you ſhould 
have a Quart to a Queen. (the Ace and King 
being played out) you may throw away yaur 
Queen : All which Jets your Partner into the 
State of your Game; and you may play by the 
ke Rule in all inferior Sequences, naving the 
beſt of them in your Hand. | 
VII. 


There is ſcarcely any Thing more com-- 
monly practiſed amongſt moderate Players, in 
caſe the King is turned upon their Left-Hand, 
and that they have the Queen and one ſmall 
Trump only, to play out their Queen, in Hopes 
their Partner may win the King if it is put on; 
not conſidering that it is about 2 to 1 that their 


Partner has not the Ace; and admitting he has 


the Ace, they do not conſider that they play 
two Honours againſt one, and conſequently 
weaken their Game, the Neceſſity only of play- 
ing Trumps ſhould oblige them to play thus. 


VIII. 
A Cs which frequently hays ens. 
A and g are Partners againſt C and D:. | 


the Trumps are played out except one, which 
C or D has; A has three or four winning 


Cards in his Hand of a Suit already played, 


with an Ace and one ſmall Card of another 


Suit; Query, W 9g it. is L's beſt Play to- 
| — TF-6& 


throw 
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by which Means you gain a Trick, becauſe th K 
| left-hand Adverſary muſt trump it. 3 


Quart-Major in Trumps (or any other ſour bh; E 1 


e We TY, 
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throw away one of his winning Cards, or the | 
fmall Card to his Ace Suit? Anſiber, It is his 
beſt Play to throw away one of his winning 
Cards, becauſe if his right-hand Adverſary plays 
to his Ace-Suit, he has it in his Power to paſs 
it, and conſequently his Partner B has an equa] 
Chance to have a better Card in that Suit than 
the third Hand; if ſo, and he has any forcing 
Card, or one of his Partner's Suit to play to, 
in order to force out the laſt Trump, his Ace 
remaining in his Hand, brings in his winning 
Cards; whereas, if 4 had thrown away the 
ſmall Card to his.-Ace-Suit, and that his right- WY 
hand Adverſary had led that Suit, he had been 
obliged to put on his Ace, and conſequent! Wn 
had loſt ſome Tricks by this Method of Play. 
' Suppoſe ten Cards have been played out, and 
ſuppoſe it appears very probable that your left- | 
hand Adverſary has three Trumps remaining, 
viz. the beſt and two ſmall ones; and ſuppoſ Wl 
you have two Trumps only, and that your 
artner has no Trump; and ſuppoſe you 
right-hand Adverſary plays a thirteenth o Wl. 
ſome other winning Card; in that Caſe paſs it, Eads 


: IC; 3 
In order to let your Partner into the Sta 
of your Game, let us ſuppoſe you to have: 


- 


Trump) 


the GAME f W HIS T. 6 

| Trumps) if you are es to trump a Card, 
win it with the Ace of I rumps, and then play 
the Knave, or win it with the higheſt of any 
other four beſt Trumps, and then play the 
loweſt, Which clears up your Game to your 
partner; and by ſuch a Diſcovery, it may be 
the Means of winning _ : You may 
practiſe the like Rule in all other Suits. 

| XI. 


beiore his Time, you are to trump to him, 
| whether you are ſtrong in "Trumps or Suits, or 
not; becauſe, as he calls before he is obliged 
| to do ſo, it is a Declaration of his being ſtrong 
in T'rumps. 2 he 8 f 

| XII. | 
Suppoſe your right-hand Adverſary turns up 


the Queen of Clubs, and ſuppoſe when he has 
| the Lead, he plays the Enave of Clubs; and 
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= Query, When he leads his Knave, whether you. 
= ::- to win it or not? Anſwer, You are not to 


(it, RY 1-445 his K nave of, Clubs, you not having the 

King, that your Partner has it; alſo, it is an 
aaual Wager, when he leads his Knave of 
= Cubs, you not having the Ace, that ycur 
1 [Partner has it, and conſequently you .gain'a 
q Trick by paſſing it; which cannot be done, 


RC: 
35 


XIII. 


If your Partner calls at the Point of Eight 


ſuppoſe you have the Ace, Ten, and one Club 
more, or the King, Ten, and one ſmall Card; 


wil it, becauſe it is an equal Wager, when he 


os eicher put on your King or Ace of 
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XIII. * 
# Cass r a Slam. _ »cc 
Let us ſuppoſe 4 and B Partners againſt C Sui 

and D; and let us ſuppoſe G to deal; and let 
us ſuppoſe A to have the King, Knave, Nine, 8 
and Seven of Clubs, they. being Trumps; 2 Sui 
Quart-Major in Diamonds, a Tierce- Mejor in wit 
Hearts, and the Ace and King of Spades. pon 
Let us ſuppoſe B to have nine Diamonds, zwa. 
two Spades and two Hearts, bur 
Alto let us fuppoſe D to have the Ace, Queen, ner 
Ten, and Eight of Trumps, with nine Spades, WW 2nd t 
And let C have five Trumps and eight Hearts. may 

A is to lead a Trump, which D is to win, 
and D is to play à Spade, which bis Partner t gu 
is to trump; C is to lead a Trump, which his anal 

Partner D is to win; when D is to lead a Spade, Ag 

g i Adve 
which GC is to trump; and C is to play a Trump, Moul 


which D is to win; and D having the bek 
Frump is to play it; which done, D having fe 
ven Spades in his Hand wins them, aud conſe- 

quently ſlams A and B. 5 ä I 


Additional Casts at WHIST, never publiſh : . 
ill 1748. 3 

| I. ; 5 ” 
F your Partner leads the King of a Sui, 
and that yau have none of that uit, paß 
it, by throwing away a loſing Card ( «ni 
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vour right-hand Adverſary has put on the Ace) 
becauſe, by ſo doing, you make Room for his 


Suit, 
II. 5 
Suppoſe your Partner leads the Queen of a 
Suit, and your right-hand Adverſary wins it 
with the Ace, and returns that Suit; in caſe 
vou have none of it, do not trump it, but throw 
away a loſing Card, which makes Room for 


your Partner's Suit. An Exception to this Man- 


ner of Play is, if you play for an odd Trick, 
and that you are very weak in Trumps, you 
may trump it. | 
III. 

Sugpoſe you have the Ace, King, and one 
ſwall Card of a Suit, and that your left-hand 
Adyerfary leads that Suit; and ſuppoſe you 
ſhould haye four ſmall "I'rumps, and no Jui 
of Conſequence. to lead from; and ſuppoſe 
your right-hand Adverfary ſhould put up the 
Nine, or any lower Card; in this Caſe, win 
it with the Ace, and return the Lead upon the 
Adverſary, by playing the fmall Card of that 
Suit; who will have Reaſon to judge that the 
King lies behind him, and conſequently will 


uct put up his Queen if he has it; and there- 


fore you have a fair Probability of winning a 
Irick by this Method of Play, and at the ſame 


lie letting your Partner into the State of 


IV., 


your Game. 


— a 
wtidic.”+ Ka + hl . ; 4 : r 
LE INI — . P 4 ET 433 2 — 


r. z. e * 2 j : ' — 
FF IT: uns 8 e eee OO EG ee eee 
— - * — — — — - — Av. * 
r r it lt” res 2 a er Ss 4 ; 
- - — — — — — Ps — * * 
— — — — en —— a 


. $3 
2 ö 
ren 


64 A fort” TREATISE on 
Br REC tt 

If your Partner forces you to trump a Card 

early in the Deal, you are to ſuppoſe him ſtrong 

in T'rumps, except at the Points of 4 or g; and 

therefore, if you are {trong in Trumps, you 

may play them. | 
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| V. = where 
Suppoſe you call at the Point of 8, and your MW probat 
Partner has no Honour; and ſuppoſe you RW fary v 
ſhould have the King, Queen and Ten; the attemp 


A ma]! 7 
Partner 
4 changir 


_ 


King, Knave, and Ten; or the Queen, Knave, 

and Ten of Trumps; when Trumps are played 

always put on the Ten, which demonſtrates to 

your Partner that you have two Henours re- 

maining, and fo he plays his Game accordine1y. 
VI. 


Suppoſe your right-hand Adverſary calls at Suppe 


the Point of 8, and his Partner has no Honour; rumps 
and ſuppoſe you ſhould have the King, Nine, Mf you a 
and one ſma)l Trump, or the Queen, Nine, our De 
and two ſmall], Trumps; when Trumps re Mead inc 
played by your Partner put on the Nine, be- rumps 
cauſe it is about 2 to 1 that the Ten is not be- bat Tric 
hind you, and ſo. you play your Nine to an ou have 
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Advantage. | | 
| . 

If you ſhould happen:to lead a Suit of which 
you have the Ace, King, and two or three 
more, when you e Ace, if your Partner. 
plays the Ten or Knave; and ſuppoſe you 
ſhould have one ſingle Card in your Hand in 


- K king 
to { 
onto 


any other Suit, and two or three {mall Trump BW 21cd 01, 
03119; Wt your | 
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| only ; in this Caſe lead the fingle Card, in or- 
ES cr to eſtabliſh a Saw, and this Conſequence 
attends ſuch Play, viz. upon leading that Suit 
WS it eivcs your Partner an equal Chance of hav- 
SE i: a better Card in it than the laſt Player; 
= whereas had he led that Suit to you, which is 
EX »r0bable had been his ſtrong Suit, the Adver- 
=S /ary would have made the Diſcovery of your 
= 2:t:mpting to eftabliſh a Saw, they would 
rump out, and fo prevent your making your 
= ſm)! Trumps: By this Method of Play, your 
Partner will eafily judge the Reaſon for your 
hanging of Suits, and ſo play his Game accord- 
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Suppoſe you have the Ace and Dence of 
rumps, and ſtrong in the three other Suits ; 


| s | "> : » 
„ pr you arc to lead, play your Ace, and next 


our Deuce of Trumps, in order to put the 
cd into your Partner's Hand, to take out 2 


- WY rumnps for 1 ; and ſuppoſe the laſt Player wins 
e- at Prick, and that he leads a Suit of which 
an ou have the Ace, King, and 2 or 3 more, paſs 


because it is an equal Wager that your Part- 
er has a better Card in that Suit than the third 


5 Ly - * * 
if ſo, he will then have an Opportunity 
king out two Trumps to one, when the 


Jad comes into your Hand, you are to endea- 
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our to force out one of the two Trumps re- 
in ming, upon Suppoſition 11 Trumps are 
005 Waco out, aud the Odds is ſtill in your Favour 
ly; et your Partner has 1 of the 2 Trumps re- 
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you have the King, Ten, and one ſmall Cad 
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King, or Ten of that Suit, and A is to EA 


66. bort TREATISE on 
Suppoſe 10 Cards are played out, and th: 


of any Suit, which has never been led; ant 7: 
fuppoſe you have won 6 Tricks, and ſuppoſe BS King 
your Partner leads from that Suit, and thi Hans 
there is neither a Trump or thirteenth Card in Ace, 
any Hand; in this Caſe, unleſs your right-han MW it is « 
Adverfary puts on ſo high a Card as obige BW Knay 
you to play your King, do not put it on, be. 
cauſe upon the Return of that Suit you make Bll 5 
your King, and conſequently the odd Trich | veg 
which makes 2 Difference: If there happens v r ft 
be only 9 Cards played out in the like Circun- We 7 PP 
ſtance, you are to play by the like Rule. This 2 
Method is always to be taken, unleſs the gain- Is mal 
ing of 2 Tricks gives you a Chance either u er 
ſave your Lurch, or to win or ſave che Game, BW. lars 
1 ee e e WT Tricks ; 
Suppoſe A and B Partners againſt C and Ace and 
and let us ſuppoſe N has the two laſt TT rump, ur Par 
alſo the Queen, Knave, and Nine of anothequently 
Suit; and let us ſuppoſe A has neither the A * ricks i; 
you rifk t 
that Suit: Query, What Card is B to play Y gain o 
ive him the faireſt Probability of winning 
Frick in that Suit? Anfeoer, Bis to pla wlll 
Nine of that Suit, becauſe it is only five to 1008 
againſt him that his lef t-hand Adverfary bol 1 N 
the Ten; and if he plays either the Qucen of ag; 
K nave, it is about three to one the ce ne N 
King is in his left-hand Adverſary's Han". - Ul 
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and conſequently he reduces the Odds of three 
to one againſt him, to five to four only. 


XI. 
5 Let us vary the foregoing Caſe, and put the 
Eking, Knave, and Nine of a Suit into B's 
Hand, upon Suppoſition that J has neither 
Ace, Queen, or Ten, when A leads that Suit, 


Knave, or Nine. 
XII. 


Suppoſe you have Ace, King, and three or 
sour {mall Cards of a Suit not played, and that 
WS i: appears to you that your Partner has the laſt 
Trump; in this Caſe, if you are to lead, play 
a ſmall Card in that Suit, it being an equal 
Wager that your Partner has a better Card in 
that Suit chan the laſt Player; if ſo, the Proba- 
bility is in your Favour that you make 5 or 6 
Tricks in that Suit; but if you ſhould play out 
(Ace and King of that Suit, it is 2 to I that 
our Partner has not the Queen, and conſe- 
quently it is 2 to 1 that you make only two 
ricks in that Suit; by which Method of Play 
cou riſt the loſing of 3 or 4 Tricks in that Deal 
= 22:1 one only, 


XIII. 


RS Suppoſe your Partner leads a Suit of which 
e bes the Ace, Queen, Knave, and many more, 
ad leads his Ace, and then plays his Queen; 
ca you have the King, and two ſmall Cards 
dcbat Suit, win his Queen with the King; 
=  itppoſe you are ſtrong in Trumps, by 
= clearing 


it is exactly equal whether B plays his King, 
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clearing the Board of Trumps, and having a 
ſmall Card of your Partner's great Suit, you do 
not obſtruct his Suit, and conſequently win 
many Tricks by this Method of Play. 
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CHAP. XVIL 


New CAs Es at. WIS r, never publiſhed til 
1760. 


Caſe I. Ho to play for an odd Trick. 


8 you are elder Hand, and that Lene! 
you have the Ace, King, and three mall 3 
Trumps, with four ſmall Cards of another Suit, er 
three ſmall Cards of the third Suit, and one 

ſmall Card of the fourth Suit: Query, How ar: 
you to play? Anfwer, You are to lead the Van 
fingle Card, which, if it is won by the lat rump, 
Player, it puts him upon playing Trumps, main ir 
to play to your weak Suits; in which Caſe jou Lump, 
Partner and you gain the Tenace. arcs o 
5 - Quere 
ein of 
Anfeve 
at Suit. 
artner h 


Tphe like Cafe for an odd Trick, and tht 
your Partner is to lead. to = 
Let us ſuppoſe he plays the Ace of the Su 
of which you have only one, and proceecs 
play the King of the fame Suit, and that you alt Playe 
right-hand Adyerſary trumps it with "it hoy 
Queen, Knave, or Ten, do not overtrump hin erfarics E 
but throw away a {mall Card of your enki able to, 
Suit; the Conſequence of which is obvious, WY aw: play 
| | Caul 3 


cauſe it leaves your Partner the laſt Player, and 
o gives him the Tenace in your weak Suits. 

he like Caſe, upon Suppoſition you want 
ſour or five Points, and that you are elder Hand. 

in that Caſe play a ſmall Trump, and if 
8 your Partner has a better 1 rump than the laſt 
bayer, and returns the Lead, put on your 
ig of Trumps, and then proceed to play the 
WS Suit of which you have four in Number. 


F Theſe Examples being duly attended to, on 
all Parts of the Game, muit be of great Conſe- 
WS uence tothe Player; becauſe when he has no 
By 2004 Suit to play, his Partner being the laſt 
Player gains the Tenace in his weak Suits. 


ont Caſe II. 
be 

the and are Partners, againſt C and D, 12 
e h Trumps are played out, and 7 Cards only re- 


ban in each Hand, of which 4 has the laſt 
mp, and alſo the Ace, King, and ſmall 


FC: of a Suit. 


Wo; of that Suit, or a ſmall one? 

= -/:r, A ought to play a ſmall Card of 
bat suit, becauſe it is an equal Wager that his 
WP irtncr has a better Card in that Suit than the 
Watt Player ; and in this Caſe, if 4 Cards of that 
We it ould happen to be in either of the Ad- 


cable to make five Tricks ingthat Suit; which 
he played off his Ace and King, he had 
3 | made 
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Quere, Whether A ſhould play the Ace, and 


erſaries Hands, by this Method of Play, he will 


i Rants 
70 A ſhort TREATISE on 7 
made only 2 Tricks in that Suit. If neither of 
the Adverſaries have more than 3 Cards in that 
Suit, he has an equal Wager to win 6 Trick: 
Caſe III. 2 
Suppoſe A and B are Partners, againſt Card 
D, and that eight Trumps are played out, and WR 
that A has 4 of thoſe Trumps remaining, C 
having the beſt Trump, and to lead. 7 | 
Quere, Whether C ought to play his Trump ee 
ar noc; | Provide 
Anſwer, C ought not to play his Trump to MPeither o 
take out 1 of As Trumps, becauſe, as he leaves Celire h 
3 Trumps in As Hands, in Caſe A's Partner 7 ave hit 
has any great Suit to make, by C's keeping the WF®® Part 


Trump in his Hands, he can prevent him from 
making that Suit by trumping it. No R 
IV. 4 Caſe of Cur igſiy, firft publiſped 1763. Wh: nc. 
Suppoſe 3 Hands of Cards containing r his 5a 
Cards in each Hand, let A name the Trumps, 4 
and let B chuſe which Hand he pleaſes, 4nv- Wi 
ing his Choice of either of the other 2 Hand, a Ret 
wins 2 Tricks. | . may 
| Clubs are to be Trumps. | m the 
Firft Hand, Ace, King, and 6 of Hearts, er Score 
Second Hand, Queen and 10 of Hearts, and are u; 


10 of Trumps. | WE inain at ; 
Third Hand, 9 of Hearts, and 2 and 3 ber Score 
Trumps. | 
The firſt Hand wins of the ſecond, W i: 
The ſecond wins of the third. = N 
And the third wins of the firſt. „esdce 
| e 5 143 . 2 HAT / call a n 
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New Laws at Wurst, as played at White's, 
at Saunders's Chocolate- Houſe, &c. 1760. 


| . 
Fany Body plays out of his Turn, it is in the 
1 Option of either of his Adverſaries to call 
me Card play'd, at any Time in that Deal, 
provided it does not make him revoke; or if 
eicher of the adverſe Parties are to lead, he may 
eeſire his Partner to name the Suit he chuſes to 
have him lead, and when a Suit is then named, 
8 his Partner muſt play it if he has it. 

5 Rs 


No Reœvokè to be claimed till the Trick is 
Wurncd and quitted, or the Party who revoked, 
Yer his Partner, have played again. 


Ill, 


Wy may add 3 to his Score, and take 3 Tricks 
on the Adverſaries, or take down 3 from 
eir Score; and the adverſe Party, provided 
y are up, notwithſtanding the 23 muſt 
W main at nine; the Revoke takes place of any 
ber Score of the Game. 


5 N | 
It any Perſon calls at any Point of the 
Wane, except 8, either of the adverſe Parties 


to 


_— $6 2 * 
—— — — 
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If a Revoke happens to be made, the adverſe 


call a new Deal; and they are at Liberty. 
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to conſult cach other, whether they will havea 


V. | 


After the Trump Card | 
body ought to remind his Partner to call, on 
Penalty of loſing a Point. 

| VI. 

If the Trump Card is turned up, no Ho- 


nours in the preceding Deal van be ſet up, un. 


leſs they were before claimed. 
VII. 


If any Perſon ſeparates a Card from the ref; | 
the adverſe Party may call it, provided bt 
names it, and proves the Separation; but i 
caſe he calls a wrong Card, the adverſe Pe. 
ties may call the higheſt or loweſt of any Sui 


is turned up, 10 


either of them are to play. 


VHI. 


evoke. hate 
IX, 


If a Card is turned up in dealing, it is int 


Option of the adverſe Party to call à new Di 
but if either of them have been the Cauſe hi 
turning up ſuch Card, in that Caſe the Dea : 


has his Option. ; 


\ 
| 
4 


C , 
Rt En ya abs 
8 S 
Kg 5 2 ; 
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out of his or his Partner's Hands, the firſt Tim 5 avs 1 
3 | 1 
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1 | GER 

If any Perſon revokes, and before the Cad 

are turned diſcovers it, the adverſe Party mi 
call the higheſt or Joweſt Card of the Suit 11 

or have their Option to call the Card 1:8 

8 2 at any Time, when it does not caue 


14 Car 


If an 


Table, 
ooſition 
es ha 
Card. o 
5 Per, proj 
oc, and 
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14 Cards, in that Caſe the Deal is loſt. 
XIII. 


11 Ry 
: If the Ace, or any other Card of a Suit is 
W 1-4, and it ſhould ſo happen that the laſt Play- 
er plays out of his Turn, whether his Partner 
ro FRE has any of the Suit led or not, provided you do 
on FRY not make him revoke, he is neither entitled to 
W trump it, nor to win the Trick. 
Ho⸗ bi If a Card is faced in the- Deal, they muſt 
un. deal again, unleſs it is the laſt Card, 
1 XII. | 
RE Evcry Perſon ought to fee that he has 13 
re = C2rds dealt; therefore, if any one ſhould hap- 
d def pen to have only 12, and does not find it out 
at in till ſeveral Tricks are played, and that the reſt 
0-H of the Players have their right Number, the 
dub Deal ſtands good; and allo the Perſon Who 
Tine plays with 12 Cards, is to be puniſhed for each 
Kevxoke, in caſe be has made any; but if any 
Hof the reſt of the Players ſhould happen to have 
| Card . 


5 8 
un ch f any Perſon throws his Cards upon the 
d eg Tobie, with their Faces upwards, upon Sup- 
cau poſition that he has loſt the Game, the Adver- 
ies have it in their Power to call any of the 
Cards once, or oftener, when they think pro- 
ner, #1 ovided they do not make the Party re- 
„be., and he is not to take up his Cards again. 
6 * 
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\ 
9 * 


— 
— 


ͤ—— ũ — — 22 — 
r —— * 


71 J font ane rm 


95 XIV. - De 
A and B are Partners againſt C and D; 4 | Oth 
leads a Club, his Partner B plays before the 
Adverfary C; in this Cafe, D has a Right to N 
play before his Partner C, becauſe B played out arc 
of his Turn. | EY, | 1 
If ay rg is ſure of winning every Trick WE >... 
in his Hand, he may ſhew his Cards upon the WF pon 
Table: but ſhould it ſo happen that he has 
any loſing Card in his Hand, he is then liable p 
to have all his Cards called, U 
WE ide K. 
If any Perſon calls at the Point of 8, and 3 
his Partner anſwers, and both the oppoſite Par- his Par 


ties have thrown down their Cards, and ii MC 
appears that the other Side had not two by Wi 
Honours ; in this Cafe they may conſult with 
one another about it, and are at Liberty 10 
Rand the Deal or not. * 
5 5 | XVII, b n ſhall b 
And if any body anſwers when he has noten 
Honour, the adverſe Party may conſult one 
another about it, and are at Liberty to ſtan: the 


Deal or not. a 0 

XVII. | a 
The Dealer ought to leave in View upon the 
Table his Trump Card, till it is his Turm to e reſt of 
play; and after he has mixed it with his oth Wi 
Cards, no Body is entitled to demand what Carl 
is turned up, but may aſk what is Trumps: 


ThisCenſequence attends ſuch a Law, that th 
Deai! 


I „ err p< — — 
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PDcaler cannot name a wrong Card, which 
Ws otherwiſe he might have done. 

5 | XIX. 5 
= No Revoke can be claimed after the Cards 
are cut for a new Deal. 
I any Body claims a Revoke, the adverſe 

Party are not to mix their Cards afterwards, 

BE pon Forfeiture of the Revoke. | 
5 XXI. | 4 
= 4 and B are Partners againſt C and Dy A 
W plays the Ten of a Suit, the Adverſary C plays 
be Knave of the ſame Suit, B plays ſmall - 
Cir of the ſame Suit; but before 
bis Partner C plays a thirteenth, or ſome other 
Card; the Penalty fhall be in the Option of 4, 
Wo: B, to oblige D to win the Trick if he can, 

ö XXII 

W !! any Body calls at 8, after he has played, | 
Wi: ſhall be in the Option of the Adverſaries to | 
ala new Deal. | 
XXIII. 


= 4nd Z are Partners againſt C and D, A 
cos a Club, C plays the Ace of Clubs, 8 
ys a Club, and D, Partner to C, takes tip 
e Trick without playing any Card; 4, and 
Fe reſt of the Players, play on, till it appears 
has one Card more than the reſt; Penalty to 
in 3 of the Adverſaries to call a 


W j 
„ XXIV. ö 
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of his Cards, with the Face downwards ; he 


XXIV. 

A deals, and inſtead of turning up th: 
Trump, he puts the Trump Card upon ther], 
to loſe his Deal. = 
Theſe Laws are agreed to by the beſt judge, 


r ALE. 


A DICTIONARY fer WHIST, whit 
reſolves almeſt all the critical Caſes that my 
happen at that GAME 3 by Fay of Qucſin 
and Anſiber. | | 


; # "OW to-play Trumps to the create! 
Advantage, peruſe the Treatiſe 5 
Whiſt, Chap. I, Caſe 11, and all the remain 


ing Caſes in that Chapter; alſo Chap. Il. Suit 


Suit 
grea 


2 How to play Sequences when Trumps! 3 


Anſwer. You are to begin with the hight 
of them. 


3. How to play Sequences when they are 
Trumps ? : | 
An. It you have 5 in Number, you ar! 
begin with the loweſt ; if 3 or 4 in Numb! 
always play the higheſt. 


4. Why do you prefer playing of Sequens 
rather than other Suits ? A 

Anſ. Becauſe they are the ſafeſt Lead, i 
gain the Tenace in other Suits. 1 5 
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5. Mat ought you to make Tricks early ? 
Anſ. When you are weak in Trumps. 


6 When ought you not to make Tricks 


ys # When you are MG. in Trumps. 


When do you play from an Ace-Suit ? 
"inf You do ſo when you have 3 in Num- 
ber only in any Suit ( I rumps excepted, ) 


8, When don't you play from an Ace-Suit ? 

An. You ought not to lead from an Ace- 
5 having 4 or more in Number in any other 

Suit; becauſe the Ace is an Aſſiſtant to your 
great Suit, and when Trumps are played ou: 
enables you to make that Suit, 


9. When any Card of Conſequence is turned 
up on your Right or Left-hand, how are you 
to play in that Caſe ? See Chap. X. Sul 1. 
Chap, XII. Caſe 1. 


10. Why are yu eye to play your Hand 
by your own and Adverſaries Scores ? 


Anſ. Chap. I. Caſe 6. See References in 


this Cate. 


it. How to know when your Partner has 
no more of the Suit played? See Chap. IV. 
Caſes 1, 2, 3. 


E 3 ＋2. Reaſons 
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12. Reaſons for putting on at Second-hang 


the Kipg, Queen, Knave, Ten, and when not! 
Chap. X. Caſes 1, 2, 3. 


13. Why are you to play the Queen, K nave, 

or Ten of any Suit, when that Suit is played 

a ſecond Fime, having three in Number only 
Chap. XIII. Caſe 4. 


14. When ought you to over-trump your 
Adverſary, and when not ? 

Anſ. When you are weak in Trumps you 
ought to over-trump him; but if ſtrong in 
Trumps, you ought to throw away a loſing 
Card. 


15. Reaſons ſor not parting with the Com- 
mand of your Adverſary's ſtrong Suit. Chap, 
XIII. Caſe 1. : 


15. If your Adverſary on your Right-hand 
leads a. Suit of which, you have the Ace, King. 
and Queen, why are you to; put on the Ace, 


preferable to the Queen ? 

HAnſ., Becauſe it, daceives tha Advericry, 
which, in this Caſe, is of more Conſequence 
u you, than. to deceivg your Partner, 

1. To declare your ſtrong Suit, when pro- 
ger to: be done, and when, not? | 

Anſ,, When you;hays-only, one ſtrong Suit, 

and you trump out to make that Suit, in that 
Cale vou qugit to declare it; but if you are 
| ſtrong 
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ſtrong in all Suits, there is no Neceſſity of de- 
claring your ſtrongeſt Suit, 


18. The Ace turned up on your Right-hand, 
and that you have the Ten and Nine only of 
Trumps, why do you play the Ten? Chap. 


” 


XI. Caſe 1. 


19. Why do you play from a King-ſuit pre- 
ferable to a Queen-ſuit, having the like Num- 


ber of each? 
Anſ, Becauſe it is 2 to 1 that the Ace does 


not lie in your left-hand Adverſary's Hands, 
and it is 5 to4 if you lead from a Queen-ſuit, 
that the Ace or King lies in his Hands, and 
that you Jaſe your Queen, and ſo play to a 
Diſadvantage. PR - 


20. Why do you play from a Queen-ſuit 
preferable to a Knave-ſuir ? 8 
Anſwer'd Caſe 19. 


21. When you have the ſour beſt Cards 
of any Suit, why do you throw away the beſt ? 

Aj. To let your Partner into the State of 
your Game, 


22, Your Partner's ſtrong Suit, how are you 
to make the moſt of it. | | 


Chap. VI. has ſix Examples to demonſtrate 


ths | 
E 4 23. The 
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it 23. The Queen turned up on your Rizht- WR 
| ©, bas on 
14 hand, you have the Ace, Ten, and one Trump, 92 
| q or the King, en, and one Trump, if the . 
| right-hand Adverſary plays the Knave, Query), Wk bf 
. how are you to play ? =. 7 
Bir: ; * * — 55 It 2 
1 Anf. You are to paſs it, by which you have he I; 
UP an equal Wager of gaininga Trick, and cannot AO 
I loſe by ſo doing. 2 
iſ - | | le 
Uh! 24. Four Cards are played out, and Trumps WR Þ.:1c: 
FU are gone round twice, your Partner not appear- 4. 
10 ing to have any higher Trump than the 8, yet 222 6 
n ä , _  . 
I he has three Trumps ; when he plays his third and al 
„ Trump, the next Hand puts on the Knave, 
100 there being the King only in the Adverſary's 
Ti Hands, you having the Ace and Queen of 
Trump, co : 
10 Query, Whether are you to play the Ace or An Es 
hh Queen? | ene 
Bil Anſ. You are to play the Ace, becauſe it is 9 mad, 
to S that the laſt Player has the King; and if 
Þ | 9 you reduce the Cards to 2 in Number, it then WW V 
An. is 2 to 1 in your Favour, by playing the Ace, A 
1 that the King falls: The like Method may be ER 
Vi taken in other Suits, upon the like Occaſions, Wi 
UBT . ſuts in 
| EXAMPLE: abel 


judge! 
: nat Le 
baving 
ot, ” 
Wc of 


Let us ſuppoſe that you have only 2 Cards 
remaining in your Hands of any Suit, viz. the 
Queen and Ten; and let us ſuppoſe the K nave 

and Nine of the ſame Suit are in your Adver- 
fary's Hands, when your Partner leads that Suit, 
your 


6 


he 
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our right-hand Adverſary plays the Nine, and 
bas one Card only remaining; | 

= 22ur;y, Whether you ought to play your 
Queen or Ten? 

An. You ought to play your Queen, becauſe 
W it is 2 to that your left-hand Adverſary has. 
W thc Knave, And in all Caf:s of the like Na- 
are you ought to play by this Rule. 


= !would know what is the Odds that the 
Dealer at Whiſt holds four Trumps or more? 
/ That he holds four Trumps or more is 
22 to 165, or about a Guinea to-14 5. 114. 
and almoſt a Farthing. 


CHAP; AX; 


% rplanation, for the Uſe of Beginners, of 
ne of the TERMS or TECHNICAL WoRDs: 
made uſe of in this Treatiſe... 


FINESSING, .. 


FANS the endeavouring to gain an 
= Advantage by Art and Skill, which con- 
ials in this; when a Card is led, and you have 
e beſt and third beſt Card of that Suit, you 
judge it beſt to-: put your third beſt Card upon 
hat Lead, and run the Riſk of your Adverſary's 
ing the ſecond beſt of it; that if he has it 
Wot, which is 2 to 1 againſt. him, you are then, 
e of gaining a Trick, 


ZR FOR: 


N 2 = Ide OR 


e 


F 


Suite. 
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FORCING, 
Means-the-obliging your Partner or your Ad- 
verſary to trump a Suit of which he has none, 
The. Caſes mentioned in this Treatiſe will ſhe 
when it is proper to force either of them. 


LONG TRUMP, on 
Means the having one or more Trumps in N 
your Hand, when all the reſt are out. 
| LOOSE, CARD, 
Means a Card in a Hand that is of no Value, 7 Sc 
and conſequently, the propereft-to-throw away, et u 
POINTS, 
Ten of them make a Game; as many as are 
gained by Tricks. or Honours, ſo many Points H. 
are ſet up to the Score of the Game. havir 
QUART; being 


In general is a Sequence of any four Card 
: - 2 a As fi 
immediately following one another in the ſane Wi Obe 
Suit. 8 is therefore a Sequence of 
Ace, King, Queen, and K nave, in aq 


QUINT, 
In general is a Sequence of any hve Card: 


immediately following one another in the ſame Ing 
Suit. Quin Major is therefore a Sequence c imme: 
Ace, King, Queen, Knave, and Ten, in ar) Suit. 
Suit. | Ace, 


; REVERSE, 
Playing at any Time the Reverſe, means on!) 
the playing your Hand in a different Mer ner; 
| | that 


. Gaumnef WHIST. ty. 
that is to ſay, if you are ſtrong in Trumps you 


play one Way, but if weak in Trumps you 
A; WE ply the Reverye, U1Z, another. | 
he SEE-SAW, , 
Is when each Partner trumps a Suit, and - 
bey play thoſe Suits to one another to trump. 
ps in | | 1 
SE ONE. 5 
rl Score of the Game, is the Number of Points 
AY et up, ten of which make a Game. 
way, WA Km ; | 
TENATE. 
as are a : 3 
2 gints Having the Tenace in any Suit ſuppoſes the 


ccc the Adverſary when that Surt is played: 
Cards As for Inſtance, in caſe you have Ace and 
e lame Qyeen of any Suit, and that your Adverfary 
nce d Leads that Suit, you muſt win thoſe two Trieksz 
and ſo of any other Tenace in inferior Cards. 

EAC RE, 

Card: | | . 
e ſame In general is a Sequence of any three Cards 


nce ff 
in an) 


35 on! 
an nef; 
tha 


having the firſt and third beſt Cards, and 


being the laſt Player, and r Sch pie your 


immediately following one another in the ſame- 


duit. 7 erce- Major is therefore a Sequence of 


Ace, King, and Queen, in any Suit. 


E 6 CHAP, 
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CHAP. XXI. 


An ARTIFiciaL MEMORY, or an eaſy Methul 
of aſſiſting the MEMORY of thoſe that play oi 
tbe Game of WrisT. | 

Together with 

Some Additional CASE s. 

LACE of every Suit in your Hand, the 

worſt of it to the Left-hand, and the beſt 

(in Order) to the Right ; and the Trumps in 

the like Order, always to the Left of all the 
other Suits. | 

| „ 

If in the Courſe of Play you find you have 
the beſt Card remaining in any Suit, put the 
ſame to the Left of your Trumps. 

And if you find you have the ſecond beſt 
Card of any Suit to remember, place it on the 
Right of your Trumps. | 
And if you have the third beſt Card of any 

Suit to remember, place a ſmall Card of that 
Suit between the Trumps and that third be, We 

to the Right of the Trumps. . = 

» i "P | 5 

Partner's firſt Lead, place 

Suit led in the Midit ot 

3 1 1 you 
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your Trumps, and if you have but one Trump, 
on the Left of it. 


m— 


When you deal, put the Trump turned up 
to the right of all your Trumps, and part with 
it as late as you can, that your Partner may 
now you have that Trump left, and ſo play 
accordingly. | | 


"Vi . 
To find where or in what Suit your Adverſaries 
YEUORE. © 28 


Suppoſe the to Suits on your Right- hand 
to repreſent your Adverſaries in the Order they 
fit, as to your Right and Left-hand. x 

When you ſuſpect either of them to have 
made a Revoke in any Suit, clap a ſmall Card 
of that Suit amongſt the Cards repreſenting 
that Adverſary; by which Means you record 
not only that there may have been a Revoke, 
but alſo which of them made it, and in what 
Suit. 

If the Suit that repreſents the Adverſary that 
made the Revoke, happens to be the Suit he 
revoked in, change that Suit for another, and, 
as above, put a ſmall Card of the Suit revoked 
in, in the Middle of that exchanged Suit, and if 
you have not a Card of that Suit, reverſe a Card 
of any Suit you have (except Diamonds) and 
place it there. | 

VIII. 


As you have a Way to remember your Part- 
ner's buſt Lead, you may alſo record in what 
s | 4 Suit 
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Suit either of your Adverſaries made their 
firſt Lead, by putting the Suit in which they Ml Ti 
made that Lead, in the Place which in your RF Part 
Hand repreſents that Adverſary, at either WF King 
your Right or Left-hand ; and if other Suits ſttanc 
were already placed to repreſent them, then Rev 
exchange them for-the Suits in which each of Gan 
them makes his firſt Lead. ET. 
The foregoing Method is to be taken when If: 


you find it more neceſſary to record your Ad- 5 excer 
verfary's firſt Lead, than to endeavour to ind a new 
out a Revoke. each 


CHAP; XXII. 
The Laws of the Game at WH ISI. 


BE ought 


If th 


g ; | 
F any Perſon plays out of his Turn, it i: non 
in the Option of either of his Adverſaries 2: 
to call the Card fo played, at any Lime in | 
that Deal, provided it does not make him re- If an 
voke; or if either of the adverſe Party is to lead, either c 
he may deſire his Partner to name the Suit he vided he 
chuſes to have him lead, and when a Suit is but in C 
then named, the Partner muſt play it if he adverſe 
has it. | | loweſt ( 
| | I. | | 
No Revoke to be claimed till the Trick is Each 


him ; af 
verle Par 
ner is en 


turned and quitted, or the Party who revoked, 
ar his Partner, have played again. 1 


— 228 yn . 2 
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III. 


lea Revoke happens to be made, the adverſe: 
party may add 3 to his Score, and the revo- 
xing Party, provided they are up, notwith- 
ſtanding the Penalty, muſt remain at 9; The 
Revoke takes place of any other Score of the 
Game. 8 | 


If any Perſon calls at any Point of the Game, 
except 8, either of the adverſe Parties may call 
a new Deal; and they are at Liberty to conſult 
exch other whether they will havea new Deal. 

* | 

After the Trump-Card is ſeen, no Body 
ought to remind his Partner to call, 
3 ; . 5 

If the Trump- Card is ſeen, no Honours in 
the preceding Deal can be ſet up, unleſs they 
were before claimed. | 


6; 1% 3 Py 
99%. a — L * 


* 


VII. | 
If any Perſon ſeparates a Card' from the reft, 
either of the adverſe Parties may call it, pro- 
vide he names it, aud proves the Separation 
but in Caſe he calls a wrong Card, either of the 
adverſe Parties may once call the higheſt or 

loweſt Card in any Suit led during that Deal. pf 
VIII. 1 
Each Perſon ought to lay his Card before 1 
him; after he has done ſo, if either of the ad- 
verle Parties mix their Cards with his, his Part- 
ner 1s entitled todemand each Perſon to lay bis 
LS Card 
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Card before him; but not to enquire wiv Mi 

played any particular Card. | W is turr 
IX. called. 


If any Perſon revokes, and before the Cards 


are turned difcovers it, the adverſe Party may e h 
call either the higheſt or the loweſt Card of the . ſar les p 
Suit led, or have their Option to call the Card bo win 


then played at any other Time, when it docs YH revokin 


not cauſe a Revoke. - 
| X. 

Tf a Card in dealing is turned up, it is in the 
Option of the adverſe Party to call a new Deal, 
unleſs they, or either of them, have been the 
Cauſe of turning up ſuch Card; in which Cale 
the Dealer has the Option. 


XI. 


If the Ace or any other Card of any Suit 
is led, and it ſhould ſo happen that the laſt 
Player plays out of his Turn, whether bis 
Partner has on of the Suit led or not provided 
you do not make him revoke) he is neither in- 
' titled to trump it, nor to win that Trick. 


- XII. 
If a Card is faced in the Pack, they muſt 
deal again, except it is the laſt Card: 

3 „ 

None of the Players are to take up, or look. 
at their Cards, while any Perſon is dealing; 
and if the Dealer ſhould happen to miſs Dez), 
in that Caſe he ſhall deal again; and if a Car? 


14 
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W is turned up in dealing, no new Deal is to be 


W called. 

. 
= When a Card is led, if one of the Adver- 
WB farics plays out of his Turn, his Partner is not 
to win the Trick, if he can avoid it without 


W revoking, | 
XV. 


= Every Perſon ought to fee that he has 13 
Cards dealt him; therefore if any one ſhould 
kappen to have only 12 Cards, and does not 
W find it out till ſeveral Tricks are played, and 
W that the reſt of the Players have their right 
Numbers, the Deal ſtands good; and alſo the 
Ferſon who plays with 12 Cards is to be 
WE puniſhed with each Revoke, in Caſe he has 
made any; but if any of the reſt of the Players 
W ſhould happen to have 14 Cards, in that Caſe 
Wile Deal is void. | 


f any Perſon throws his Cards upon the 
able, with their Faces upwards, upon Sup- 
Wpolition that he has loſt the Game, if his Part- 
er docs not give up the Game, the Adverſaries 
me it in their Power to call any of thoſe 
Cards, when they think proper, provided they 
Wo not make the Party revoke. 

und B are Partners againſt C and D; 4 
ade a Club, his Partner B plays before the 
Wcvcrlary C; in this Caſe D has a Right to 
8 play 
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play before his Partner C, becauſe B played out 
of his Turn, | 
_ XVII. | An 
If any Perſon is ſure of winning every Trick an He 
in his Hand, he may ſhew his Cards upon the one ar 
Table; but ſhould it ſo happen that he hi the De 
any loſing Card in his Hand, he is then liable 
to have all bis Cards called, No 


dle of 


= 7...: 
Partics. 


h XIX. 
No Perſon ought to alk his Partner whether 
he had played an Honour, while the Cards at 


playing. 
XX 


A and B are Partners againſt C and D; 4 
leads a Cluh, C plays a Spade, & plays t 
King of Clubs, and D plays a: Club; Ci 
cavers. he has revaked before the Trick 

D 
uery, at is the Penalty — 

Fr take up his Card IC and fo nx 
D, and either For B have it in their Option vn 
oblige C to play the higheft or the loweſt Cui 
of the Suit led. 


If any Perſon calls at the Point of 8, and 
Partner anſwers, and both the oppoſite Pau 
have thrown up. their Cards, and it app 
that the other Side hadinot two by Honours; i 

this Caſe they may conſult. with one ande Z 
about it, and are at Liberty ta ſtand the D 
I 
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„ | 
And if any Body anſwers, when he has not 
an Honour, the adverſe Party may conſult with ! 
one another about it, and are at Liberty to ſtand ; 
the Deal or not, | | | 
| XXIII. | 
No Perſon may take new Cards in the Mid- 


dle of a Game, without the Conſent of all 
Parties. | : 
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XXIV. 


The Dealer ought to leave to View upon 
the Table his Trump Card, till it is his Turn 
o play; and after he has mixed it with his 
oer Cards, no Body is entitled to demand 
W what Card is turned up, but may aſ what is 
Jumps: This Conſequence attends ſuch a 


La, that the Dealer cannot name a wrong 
Card, which he otherwiſe might have dont. 
1(0 


End of the GAME of W HIST, 
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QUADRILLE; 


SHEWING i 
The Odds of winning or lofing moſt Games 
that are commonly played, either by calling 
a King, or by playing Sans Prendre. 

To which are added, | 


The LAWS of the GAME. 


The SevenTH EDITION. 


By Epmond HorrE, Gent. 
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On the GAME of 


LQUADRILLE, 


„ 


ECAUSE a Learner may be at a Loſs 
H B to know the Rank and Order of the Cards, 
. when Trumps or not, the two following Ta- 
dles ſhew them. 


Ve Rank and Order of the Cards when not 
3 Trumps. 

Clubs and Spades. Hearts and Diamonds, 
4 King, King, 

Queen, Queen, 

Knave, Kunave, 

Seven, Ace, 

1 Deuce, 

Five, Threc, 

Four 5 | Four 0 

Three, Five, 

Deuce, Six, 

— — Seven, 

In all 9, — 
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The Rank and Order of the Cards when 


| Trumps. wap 
Clubs and Spades. | Hearts and Diamonds. Bafto 
Spadille, the Ace of | Spadille, the Ac i | 
8 Spades, 
Manille, the Deuce of Manille, the Seven o Cl 
Spades or of Clubs, Haris, or of Vi- Mani! 
Baſto, the Ace of | mond, 77 
Clubs, | Baſto, the Ace of Clul, Baſt 
| | Punto, the Ace of Heart : 
5 | or Diamonds, 
King, King, 
Queen, 5 Queen, | 
K nave, K nave, K 
Seven, 5 Deuce, Q 
Six, Three, Kt 
Five, Four, Fey 
Four, 7 Five, Six 
Three, Six, Fiy 
—ü— — . —— — ny Cr Far 
In all 11. In all 12. Th 
You may obſerve by the foregoing Table, In: 
that Spadille and Baſto are always Trump; 3 
therefore the red Suits have one Trump moe You le 
than the black. . jor Rank | 
There are three Matadores, viz, Spadil, WW We ge; 
Manille, and Baſto, - 3 begin; 
Therefore, if an ordinary Trump is led, yo Wii © #7 Þ 


are not obliged to play a Matadore upon it; 


Manik 


Gauz of QUADRILLE. 99 
Manille or Baſto unguarded, you mult play it: 


alſo if Manille is led, and you ſhould have 
Baſto unguarded, it muſt be played. 


The Order of the falſe Matadores, .- 
Clubs and Spades. | Hearts and Diamonds. 
Manille, the Denee of | Manille, the Seven 27 
= Clubs or of Spades, Hearts or of Dia- 
W Bafto, the Ace of Clubs, | mondt, | 


& Balto, the Ace of Clubs, 
Punto, the Ace of Hearts 
or of Diamonds, 
King, | King, 
(Queen, Queen, 
K nave, K nave, 
seven, Deuce, | 
Six, . Three, J 
Five, „„ 
1 Four, Ne 
Three, 3 "Ba; 
> , —— 
In all 10. In all 11. 


| You {ce by the foregoing. Table the Order 
[or Rank of the falſe Matadores. 

We generally call them falſe Matadores, if 
we begin at Baſto, and fo proceed by Sequences 
eo any Number. | 89 


. 2 
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CHAP. n. 


N rs firſt Thing to be done, after you 
baue ſeen your Cards, is, to aſk Leave, 
to paſs, or play fans prendre; and if you name 
a wrong Trump, you muſt abide by it. 


If all the Players paſs, he who has Spadille 
is obliged to play ; but if he does not take 
three Tricks, he is not baſted. 

| . | 

The Player ought to have a fair Probability 
of winning three Tricks when he calls a King, 
to prevent his being baſted. 

Therefore we will ſet down ſuch Games only 
as givea fair Chance to win the Game by call- 
ing a King, with Directions at the End of cach 
Caſe what Trump you are to lead. 


Calmletiont neceſſary to be underſiond by thiſe 
who have made ſome Progreſs in the Game. 
VV 
I would know what is the Odds that my 
Partner holds one Card out of any rwo certain 
Cards ? | 


Anjwer, 
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Anſwer, That he holds one Card out of any 
two certain Cards, is about 5 to 4 in his Fa- 
vour. 5 | 


Partner holds one Card out of any three cer- 
tain Cards ? 1 

Anſwer, That he holds one Card out of any 
three certain Cards, is about 3 to two in his 
| Favour, 9 | 


In Explanation and Application of the foregoing 
. Calculations, | 


I. 


That your Partner holds one Card out of 
any two certain Cards, 
Suppoſe you ſhould hold one Matadore, it is 
by this Calculation evident, that it is 5 to 4 in 
your Favour that your Partner holds one of the 
| other two, and conſequently you may play your 
Game accordingly. f . 


a Knave and one ſmall Card of a Suit in your 
Hand, by the foregoing Calculation, it is plain 
that you have 5 to 4 in your Favour, that your 
Partner nolds either the King or Queen of that 
Suit; and conſequently you have the Odds in 
your Favour to win a Trick in that Suit. 


II. 


three certain Cards. 
F 2 _ Suppoſe 


I would alſo know what is the Odds that my 


Again, ſuppoſe you call a King, and having | 


That your Partner holds one Cardout of any 5 


the Queen, and one Spade. Lead Punto. 
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Suppoſe you have no Matadore, but with the 
Aſſiſtance of one of them you have great Odds 
of winning the Game; you may obſerve, by 
the foregoing Calculation, that it is about 5 t5 


2 that your Partner holds one of them, Joi ſm 
having none | | im: 
This Calculation may be applied to many Pu 
other Caſes, very uſeful to the Player. 
Games in Red, which may be played, calling 5 
1 | andi 
Spadille, Manille, two ſmall Hearts or Di — 
monds, the Queen of Clubs, and one ſmall one, 
and four ſmall Cards of the other Suits, Lead Sp 
a ſmall Trump. | 18 
; II. | more 
Spadille, Manille, two ſmall Hearts or Dia. ay 
monds, with the Knave and two ſmall Clubs, ay 
and three ſmall Cards of the other Suits. Lea Play e 
a ſmall Trump. f 
5 III. : | Ma 
Spadille, Manille, two ſmall Hearts or Di or Di 
monds, three ſmall Clubs, and threc ſmat Knave 
Cards of the other Suits, Lead a ſmal | 
Trump. | | i 
' IV, ; N. 5 
Hearts 


Spadille, Punto, King, Queen, and W Mon 
ſmall Heart or Diamond, three ſmall Club, WWF © 


1 
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V. 


Spatille, Punto, King, Knave, and one 
ſmall Heart or Diamond, the Knave and two 
ſmall Clubs, and two ſmall Spades. Lead 
Punto, f 5 55 


VI. | 
Spadille, King, Queen, Knave, and one ſmall 
Heart or Diamond, with the Queen, K nave, 
andone ſmall Club, and two ſmall Spades. Lead 

the King of Trump. 

5 . | 5 
Spadille, Three, Four, Five, and Six of 
Hearts or Diamonds, King of Clubs and one 
more. Queen and two ſmall Spades; whether 


Ya elder or any other Hand, when you have the 9 
1 Lead play a ſmall Trump, in the ſecond Lead | 
* play Spadied u b e e ng i 

Manille, Baſto, Punto, and two ſmall Hearts | 
Dix or Diamonds, three ſmall Clubs, and the 
wal Knave and one Spade, Lead Manille. | 


an © "OL 
NM. B. Manille, Baſto, King, and two ſmall 


Hearts or Diamonds, Queen, and one ſmall 
Club, and three ſmall Spades. Lead Manille. 


F 3 K. 
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4242K4bB GR Sv, * 


2 —— — 


——U NH— 


Gn rams 
— . — 
e % 1 

” 


— av a fn ths — 2 
26 rv les of CIO rns. —— a ra gr tn: + 


102 A foort TxtaTlsE on the 


X. 


3 Manille, Baſto, Queen, and twe 
imall Hearts or Diamonds, Queen, and two 


_ ſmall Clubs, Knave, and one Spade. Lead 


Manille. 


XI. 


Manille, Baſto, with the three ſmalleſt 
Hearts or Diamonds, Queen and one {mall 
Club, Knave and two ſmall Spades. Play a 


ſmall Trump. | 


XII. 


N. B. Manille, Punto, King, and two ſmal! 
Hearts or Diamonds, Queen, Knave, and one 
ſmall Club, King and.one ſmall Spade, Lead 
Manille, 
E AH. 

Manille, Punto, Queen, and two {mal 
Hearts or Diamonds, Queen, and one {mall 
Club, King and two ſmall Spades. Play a {mall 
Trump. | 


XIV. 


Manille, Punto, and three ſmall Hearts or 
Diamonds, Enave, and one ſmall Club, Kine, 
Queen, and one ſmall Spade, Play a tia! 
Trump. | | 


XV. 


Manille, and the four ſmalleſt Hearts ot 
Diamonds, Queen, and one (mall Club, Ling, 
( 21:60, 
al 3 


— oor Hoyer Ts 2 
7 7 — en 
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Queen, and one ſmall Spade. hs a ſmall 


8 5 rump. 
XVI. 

N. B. Baſto, Pinto, King, and two ſmall 
_— or Diamonds, King and Queen of 

Clubs, Queen, and two ſmall Spades, Lead 
Baſto. 

| XVII. | 

VN. B. Baſto, e Queen, and two fmall 
Hearts or Diamonds, Queen, K nave, and one 
ſmall Club, King and Queen of bas Lead 


Baſto, 
XYUE - | 
N. B. Baſto, Punto, and three of the ſmall- 
eſt Hearts or Diamonds, King and Queen of 
Clubs, Queen, Knave,. and-one ſmall Spade; 
Play a ſmall Trump. 
8 
Baſto, and the four ſmalleſt Hearts or Dia- 
monds, King and Queen of Clubs, Queen, 


Knave and one ſmall Spade. Play a ſmall 
T. rump. 


N. B. Punto, 11 by * and two > Gall 
Bearts or Diamonds, King and Queen of Clubs, 


Queen, Knave, and one ſmall Spade. Lead 


Punto. 


F 4 3 
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Punto, King, and three ſmall Hearts or 


Diamonds, King and Queen of Clubs, Queen, 


Knave, and one ſmall Spade. Play a ſmall 


Trump, 


You are to obſerve that thoſe Caſes which 
are marked thus (NV. B.) are very good Games 
to play, and that you have the Odds of your 
Side, to win thoſe which are not marked. 


CHAP, III. 


Games ins Black, which may be played, calling 
| 4 King. 


L ; 5 
PADILLE, Manille, and two ſmall Clubs 


or Spades, the Knave, and two ſmall 


Hearts, and three ſmall Diamonds. Lead a 


ſmall Trump. 
| 5 F 
N. B. Spadille, Manille, and two mal) 
Clubs or Spades, Queen, and two ſmall Hearts, 
and three ſmall Diamonds. Lead a ſmall Trump, 


. 

Spadille, Manille, and two ſmall Clubs or 
Spades, three ſmall Hearts, three ſmall Dia- 
monds. Lead a ſmall Trump. 


N. 4 
| Clubs « 


Heart, 
of Tru 


| oSpad: 
Queen, 
Play a 


Spadi 
Spades, 
| (mall D 


Spadi. 
dpades, 
Wo fins 


Mani! 
Spade 
Lamon 


Mani 
or Spade. 


mall Di: 


8 


l 


Liamonds. Lead Manille. 


or Spades, three fmall Hearts, Queen, and one 
mall Diamond. Lead Manille,: NO 
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IV. Sk 
V. B. Spadille, King, Queen, and two ſmall 


Clubs or Spades, with the Queen and one ſmall 
| Heart, three ſmall Diamonds. Lead the King 


| of Trumps. | 


e 
Spadille, King, Knave, and two ſmall Clubs, 


Oueen, and two Diamonds, two ſmall Hearts.. 
Fay a {mall Trump. 


VI. a > 
S1dille, Queen, and three ſmall Clubs or 


| Srades, Queen, and two ſmall Hearts, two; 


(mall Diamonds. Play a ſmall Trump. 
VIk.. 


Hadille, and the four ſmalleſt Clubs or 
Spaces, King and one ſmall Heart, Queen and 


Eto ſnail Diamonds, Play a ſmall Trump. 


VIII. 


Manille, Baſto, King, and two ſmall Clubs 
o Spades, three ſmall Hearts, and two ſmall. 


E 
Manille, Baſto, Queen, and two ſmall Clubs 


1 4 


F 5 A, 
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Manille, Baſto, K nave, and two {mall N. E 
Clubs o 


Clubs or Spades, Knave and one Heart, three 
mall Diamonds. Lead Manile. 


XI. 


King Al 


| | N. 4 
Manille, Baſto, and three ſmall Clubs Gabs c 
Spades, Queen and two ſmall Hearts, Knae a ty 
and one ſmall Diamond. Lead Manille, 
XII. | : 
N. B. Manille, King, Queen, and two ſm! | 0 | 
Clubs or Spades, King and one ſmall Hear, is 3 
Queen, Knave, and one ſmall Diamond. 2228 
Lead Manille. 
| XIII. Ba 
N. B. Manille, King, Knave, and tws . 
ſmall Clubs or Spades, King and one ſmall en 
Heart, Queen and two ſmall Bamb Lead Trum 
Manille. 
XIV. v 
Manille, King, and three ſmall Clubs or nail 
Spades, Queen, and two ſmall Hearts, King * 
and one ſmall Diamond. Play a. ſmall Trump. 3 
„ 
Manille, and the four fmalleſt Clubs ct K. 
Spades, King, ucen, and one ſmall Heart, Club 
two ſmall Diamonds, Play a ſmall Trump. ye 


XVI. 
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XVI. | 


mal N. B. Baſto, King, Queen, and two ſmall 
three Clubs or Spades, Queen and two {mall Hearts, 
King and one ſmall Diamond. Lead Baſto. 


XVII. | 
M B. Baſto, King, Knave, and two ſmall 


" ( bs or Spades, Knave and one Heart, King 
nie n two ſmall Diamonds. Lead Bafto. 
W 
{nal N. B. Baſto, King, and three ſmall Clubs 
1 xr Spades, King and Queem of Hearts, Queen 
1 and to ſmall Diamonds. Play a ſmall Lrump. 


XIX. 


Baito, and four of the ſmalleſt Clubs or: 
Spades, King and Queen of Hearts, Queen, 
Knave, and one ſmall Diamond. Play a ſmall 
Trump. : 

N. B. King, Queen, Knave, and two 
mall Clubs or Spades, King and Queen of 
Hearts, Knave. and two ſmall Diamonds. 
Lead the King of Trumps, . 

XXI. 

King, Queen, Seven, Six, and Fire of 
Clubs or Spades, King and Queen of Hearts, 
Juen, Knave, and one ſmall Diamond. 
Led the King of Trumps, 

F 6 * - You 


Games in Black, Elder Hand. 
4 | 
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11 You are to obſerve that thoſe Caſes which ate 
| marked thus (N. B.) are very good Games to 
It! play, and you have the Odds of your Side, 9 
0 win thoſe which are not marked. 
lt! N. B. You are to call to your ſtrongeſt Suits, 
th except you have a Queen guarded. And if 
| | you are elder Hand, you have a fairer Chance 
4 to win the Game than if middle Hand, becaufe 
i you have an Opportunity of leading a Trump, 
{iff which frequently makes your Adverſaries play 
by againſt each other. | 

If CHAP, IV. 

[4 2 

lf Casts calculated, ſhewing the Players the Odd; 
0 of winning the following Games at (Jua- 
I DRILLE, ſans prendre; and alſo ſuch Gans 
" as ought not to be played, ſans prendre. 

it | 


NYHREE Matadores in Clubs, King an! 
Six of Diamonds, King and Six of Hearts, 
King, Five and Six of Spades. Play Trumps 
to all. the elder-hand Games. The above Gam: 


| wins 27 to 4. | 

I PE ©; 

„ Three Matadores and the Three of Clubs, 
Hh 5 a > . . 

10 King and Six of Diamonds, King and Six of 
1 Hearts, and two ſmall Spades. The bos 
1 Game wins 215 to 162, or about 4 to 3. : 
10 5 III. 
0 

Ii 


{mall 
4 to 7 


are 
$ to 
, to 


uts, 
Ince 
aulc 
mp, 


lay 
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YA: 
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III. 


Three Matadores, Three and Four of 
Clubs, ming and Six of Diamonds, three ſmall. 
Hearts, ins 291 to 86, or above 10 to 3. 

| | Iv 198 f 


Three Matadores, with Three, Four, and 


Five of Clubs, two ſmall Diamonds, and two 
mall Hearts. Wins near 10 to 1, 

Spadille, Manille, King, Knave, Three, and 
Four of Clubs, two ſmall Diamonds, two 
ſmall Hearts, Wins 4895 to 3022, or about. 
8 to 5. 5 

Spadille, Manille, King, Three, Four and 
Five of Clubs, two ſmall Diamonds, two ſmall. 
Hearts, Wins about 8 to 5. 
„„ Vie: - 

Spadille, Manille, King, Three and Four 
of Clubs, King and Six of Diamonds, and: 
three ſmall Hearts. Loſes 1514 to 1125, or 
about 4 to 3 e 

Spadille, Manille, Three, Four, Five, and 
Six of Clubs, two ſmall Diamonds, and two 
[mall Hearts, Loſes 1514 to 1125, or about 


4 to 2. 
IX. 


— — N— Da 


ah —— — 
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IX. 
Spadille, Manille, Three, Four, and Five 


three ſmall Hearts. Loſes 2231 to 405, or 
about 11 to 2. 

X. 

Three falſe Matadores and Three of Clube, 
King and Six of Diamonds, King and Six of 
Hearts, King and Six of Spades. Wins 215 to 
162, or about 4 to 3. 
XI. Y 

Three falſe Matadores, Three and Four ct 
Clubs, King and Six of Diamonds, King. Six, 
and Five of Hearts. Wins 291 to 86, or aboyc 


10 to 3. 
XII. 


Three falſe Matadores, Three, Pour, and 
Five of Clubs, King and Six of Diamonds, two 
ſmal!l, Hearts. Wins 1025 to 105, or near10 
to I. 
5 | XIII. 

Manille, Baſto, Queen, Three, Four ani 
Five of Clubs, King and one ſmall Diamond, 
two ſmall Hearts, Wins 4895 to 3022, cr 


above 8 ta 5. os 
* XIV. Clubs 

Manille, Baſto, Knave, Three, Four and on 
Five of Clubs, King and one {mall Diamond, not fe 


two 


— 
— 
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two fmall Hearts. Loſes 4162 to 3755, or 
almoſt 10 to 9. | | | 
XV. 

Spadille, Three, Four, Five, and Six of 


Clubs, King and one ſmall Diamond, King of 
Spades, King and one ſmall Heart, He muſt 


dead a ſmall 'I rump, and his Chance then for 


winning is 1749 to 890; or near 2 to 1 for 
winning. | i 

e XVI. 

Spadille, Three, Four, Five, Six and Seven 
of Clubs, King and one Diamond, King of 
S:dcs, and King of Hearts. Wins about 
275 to 2. 


CHAP. v. 
Games in Red, Elder Hand. 
I. 


THREE Matadores in Hearts, King 
and one Diamond, King and one Spade, 
King and two Clubs. Wins 24 to 11, or 
about 2 to 1. 
. 

Three Matadores and Three of Hearts, King 
and one ſmall Diamond, King and Queerr of 
Clubs, and two ſmall Spades. Wins 7010 to 
1661, above 4 to 1 ; beſides the Chance that 
bis Tings and Queens paſs, though he ſhould 
not fetch out all the Trumps, . | 

| III. 
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III. 

Three Matadores and Three and Four of 
Hearts, King and one ſmall Club, and three 
Diamonds, Wins almoſt 4 to 3. 

„ 
Three Matadores, Three, Four and Five of 


Hearts, two ſmall Diamonds, two ſmal]l Clubs. 
Wins 291 to 86, or above 10 to 3. 


* 


Spadille, Manille, Punto, Qu ein, Three 


and Four of Hearts, two ſmall Diamonds, and 
two ſmall Clubs. Loſes 1706 to 1339, or 
above 5 to 4. | 
| VI. | 

Spadille, Manille, Punto, Three, Four and 
Five of Hearts,. two ſmall Diamonds, two 
ſmall Clubs. Loſes 1514 to 1125, or above 
4 to 3. 
| 8 

Spadille, Manille, King, Three, Four and 
Five of Hearts, two ſmall Diamonds, two 
ſmall Clubs. Loſes 278 to 99, or about 14 
to 5. a ; | 

VIII. | 

Spadille, Manille, Three, Four, Five and: 
Six of Hearts, two ſinall Diamonds, two {mall 
Clubs. Loſes above 3 to 1. | 15 

13. 
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IX. 

Spadille, Manille, Three, Four, Five and 
Six of Hearts, King and one Club, two ſmall 
Diamonds. Wins 1845 t 794. or above 9 
to 4. VV 

X. | 

Spadille, Manille, Two, Three, Four, Five, 
Six of Hearts, two ſmall Diamonds, one ſmall 
Club, Wins above 9 to 1, nearer 10 to 1. 

. „ 5 

Four Matadores in Hearts, King and two 
ſmall Clubs, King and two ſmall Spades. Wins 
about 16 to 1. That he fetches out the Trump 
is 7206 to 1465, near 5 to 1; beſides the 
Chance for his King's pafling, though the 


wo” a ——_ — ow ——— 99> — 
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10 to 3. 


XV. 


Trump ſhould not fall. 1 
1 Three falſe Matadores and Three of Hearte, 41 
5 King and one ſmall Club, King and one Dia- 1 | 

C mond, King and one ſmall Spade. Loſes 5791 j 
do 2880, or above 2 to . 5 + ; 1 

XIII. WI 

d Three falſe Matadores, Three and Four of j ; 

0 hearts, King and one Club, King and two 41 

4 vpades, Wins 215 to 162, or about 4 to 3. 1H 

—_ li! 

Three falſe Matadores, Three, Four and 1 
nd Five of Hearts, King and one ſmall Club, ty 
all two [ma}l Spades, Wins 291 to 86, or above 1 
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WB 
Three falſe Matadores, with the K nave, the 
Three, Four and Five of Hearts, one mal] fo 


Diamond, two ſmall Spades. Wins 1025 to 
1C6, near 10 to 1; but you are to ſuppoſe the | 


Lead is to come into your Hand a ſecond | 

Time, without trumping with a Matadore, M I 

T Three falſe Matadores, with the Queen, th: 292 

Tubree, Four and Five of Hearts, one ſmall fequ 

Diamond, two fmall Clubs. (As the former) WWF Gar 

wins near 10 to 1. | If 

XVII. lead 

Manille, Baſto, King, Three, Four and Fir ile, 

of Hearts, King and one Diamond, two ſmall At 

Clubs. Loſes 1514 to 1125, or about 4 to 4 Gale, 

a the C: 

| | oY 1H. .- In 

Manille, Baſto, Queen, Three, Four ni have | 

Five of Hearts, King and one Club, two ſm. fore it 
Spades, Loſes 278 to 99, or near 3 to l. 

3 XIX. ame 

Manille, Baſto, Three, Four, Five and vir You ar, 

of Hearts, King and one Diamond, two {mil makes 

Clubs. Loſes 2639 to 405, or about © to 1, of win 

XX. alcul. 

Spadille, Two, Three, Four, Five and d, 3 

of Hearts, King and one Diamond, Ring d * 

Spades, and the King of Clubs. Tha i Ale 


fetches out three Trumps by playing Spadi! 
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iz above 4 to I, and conſequently above 4 to x 

for winning. 
| XXI. | 

Spadille, Three, Four, Five and Six of 

Hearts, King and one Diamond, King and one 

Spade, and the King of Clubs. 

That three ſure Tricks in Trumps lie 
a2ainſt the Player is 1384 to 1255, and con- 
fequently the Odds is againſt his winning the 
Game. | | 
If he plays the Game, he muſt begin with 
leading a ſmall Trump; for if he plays Spa- 
dille, he has no Chance at all. 

F At his ſecond Lead he ought to play Spa- 
{ma cille, having the faireſt Probability of winning 
0% the Game by that Method of Play. 

In all the Games of falſe Matadores, we 
r ani bave ſuppoſed the Player is not over- ruff d be- 
{mal fore it comes again into his Hand. 


. M. B. If you ſhould have a fans prendre 
Game, and it ſhould be 5 to 4 for winniogs; 


nd deu are to conſider that the calling a Kin 
; {mall makes it a ſure Game won, beſides the Chance 


to i, of vir ng a Pole; and therefore, upon a ſtrict 
Calculation, it is found to be more adviſeable 
» a 2 call a King in ſuch a Caſe. » 

nd ail VN 2 = K 
i . B. A good Player may play a weaker 
*. Came, either elder or younger Hand, than 
ail I middle Hand. 
DAG) 
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wh 
CHAP, VI. "wT_ 
Laws at QUADRILLE. / 
wor 
W | 1. is ol 
HOEVER names any Suit for 
_ Trumps, he mutt abide by it, though If 
it ſhould happen to be his worſt Suit, Libe 
If a Card happens to be faced in dealing, are 1 
you muſt deal again, except it is the, laſt Card, 
„ 1 It 
If you play with eleven Cards you ar: he 55 
baſted. | | ſeen 1 
| . 4 
If you play ſans prendre, or have Matador: 7; 
you are to demand them before the next Deal. Ny ö 
er has finiſhed his Deal, otherwiſe you loſe tit ot his 
Benefit of them, 
Ta No 
If any Body names his Trump without ak WW nes 
ing Leave, he is obliged to play Sans prendr, e. 
unleſs he is the younger Hand, and all the ri the Pl. 
have paſs'd. Renou 
VI. Cards, 
I any Body plays out of his Turn, thi 
Card played may be called at any Time in th I'S; 
Deal, provided he does not revoke ; or tht to mak 


Adverſaries may demand the Partner of _ 
| Wig 
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who played out of his Turn, or his own Part- 
ner, to play any Suit he thinks fit, 

BOT» VII. - 
After the Game is won, if the Perſon who 
won the ſixth Trick plays a ſeventh Card, he 
| is obliged to play for the Yale. 


VIII. 


f you have four Kings dealt you, you are at 
Liberty either to call a Queen to one of your 
Kings, or to call one of your Kings; but you 
are not to call the Queen of Trumps. 


IX. 


he ought to play it, if the adverſe Party has 
ſeen it, unleſs he plays Saus prendre. 

© I, 
Tt the King called, or hisPartner, plays out 
of his Turn, no Hole is to be played for. 


Xl. 


No Perſon is to be baſted for a Renounce, 
unlels the Trick is turned and quitted; and if 
any Perſon renounces, and it is diſcovered, if 


the Player ſhould happen to be haſted by fuch 


Cards, and play them over again. 

| XII. | 
I: Spadille is forced to play, he is not obliged 
to make his three Tricks. | 

4 | XIII. 


If any Body ſeparates a Card from the reit, 


Renounce, all the Parties are to take up their 


nm 


i 


nd Mc WC — vr 
x — FP —_— —_— - Dy E - v 6 ” 1 
* AI ep "UNS, "ID on eee — 0 D 5 by: > * 0 — a 
f > 7 = — * 
1 _ * . C; . —_ 
2 
1 0 ——— — * ly. — 8 2 n 


—— — ee, 
hy wp. = vom 3 
- 


— ——ää—ß — 


KMS 


Nee 


8 AY 4 n 
K ae7 ce 
wit GE. 
ay - 4 * 8 "ID 1+ 
"oy i N — 


if 
{; 
14 
7 
14 
6 
TR 
i” 8 
1 
;: 
} 
j 
4 


118 | Fort TREATISE on the 
XIII. 


Whoever undertakes playing the Ye, ha; 1 
the Preference of playing before him who offers | 
| | Body 
to play Sans prendre. 
XIV. ES” He 
If all Parties agree to it, before _ begin dille) 
to play, let the Perſon have the Preference | he. w/ 
of playing who plays for the moſt Tricks; play, 
which will prevent ſmall Games from being 
played. If tl 
| | XV, | | | before 
The Player is entitled to know who is his ies r 
King called, before he declares for the Vll. cifying 
XVI. Wh, 
When fix Tricks are won, he who won the Dn 
ſixth Trick ought to ſay, I play the Vole; ot rs 
I do not play the Vole; or, I aſk and no- 
thing elſe. N 
8 „ nas 
He who wins the Vole is to take double the BMW 11. 
Stake played for out of the Pool, and doc: 
X VIII. 4 Sant pre; 
He who aſks Leave (if elder Hand) may bring; 
play Sans prendre, in Preference to any of the 
other Players. | | Force 
1 | 
If you have one King only, you may call If any 
yourſelf, but muſt win {ix Tricks, Wentitled « 


XX. 5 


the 
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XX. : 
If 2 play the King ſurrendered, he muſt 


uin fix Tricks who demands the King of any 
Body. e ee n 


X-XT; - e 
He who has paſſed once (unleſs he has Spa- 


dille) has no Right to play afterwards; al ſo 
| he. who has aſked the 05 
play, unleſs ſome Body elſe plays Sans prendre. 


ueſtion is obliged to 


XXII. ; 
If the Player, or his Friend, ſhew their Cards 


| before they have won fix Tricks, the Adver- 
| faries may call their Cards as they pleaſe, ſpe- 
| cifying each Card. 


. 
Whocver has aſked Leave cannot play Sans 


frenare, unleſs he is forced. 


XXIV. 
You are at Liberty to look at the Tricks 


hen you are to lead, but not otherwiſe, 


5 XXV. 
Whoever. undertakes playing for the Vole, 


and does not ſucceed, has a Right to the Stakes 
ans prendre, and Matadores if he has them, 
baving won his Game. 


XXVI. 

Forced Spadille cannot play for the Hole. 
XXVII. 

f any Perſon diſcovers his Game, he is not 


entitled to play the Vole. 


5 | XXVIII. 
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XXVII. 


If hows: happen to be two Cards of the ſame 
Sort, and found out before the Deal is ended, 
| the Deal is void, but not otherwiſe, 


XXIX. 


No Body is to declare how my Trumps 
are played out. 


XXX. 

He who plays, and does not make three w. 
Tricks, is to be baſted alone, unleſs he plays 4 
forced e ; 

0 
fi 

Co 
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Wich moral Certainty, how to diſcard any 
Hand to Advantage, by ſhewing the Chances 
of taking in any one, two, three, four, or 
five certain Cards. 


ComPUTATIONS for thoſe who Bet their 
Money at the GAME. 


PE ö 
The LAWS of the GAME. 


To which are added, 


Some RULE,s and OBSERVATIONS. 
for playing well at CHESS. 


The SEVENTH EDpITIOoN. 


By EDPMONYD Hoyle, Gent. 
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| On the GAME of 
1 U 
CHAP. I. 


General Rur ES for playing at PI QUET. 


OU are to play by the Stages of your 
Game; what is meant by them, is, that 


when you are back ward in the Game, or be- 
hind your Adverſary, you are to play a puſhing 
Game, otherwiſe you are to make twenty-ſeven 
Points Elder-hand, and thirteenPoints Younger- 
hand; and you are always to compare your 
Game with your Adverſary's, and diſcard 
2ccordingly, - 


II. 

You are to diſcard in Expectation of win- 
ning the Cards, which is ſo. eſſential a Part of 
tne Game, that it generally makes twenty-two 
or tenty- three Points Difference; therefore 
jou are not to diſcard for low Duatorze, ſuch 
3 three Queens, three K naves, or three Tens, 

(x 2 becauſe 
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CHAP, 1. 


General RuLEs for playing at PIQU ET. 


OU are to play by the Stages of your 
Game ; what is meant by them, is, that 
when you are backward in the Game, or be- 
hind your Adverſary, you are to play a puſhing 
Game, otherwiſe you are to make twenty-ſeven 
Points Elder-hand, and thirteenPoints Younger- 


hand; and you are always to compare your 


Game with your Adverſary's, and diſcard 


accordingly. 


II. 


Lou are to diſcard in Expectation of win- 


ning the Cards, which is ſo eſſential a Part of 


the Game, that it zenerally makes twenty-two 
or twenty-three Points Difference; therefore 
jou are not to diſcard for low Quatet ze, ſuch 
i three Queens, three Knaves, or three Tens, 
G 2 becauſe 
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ecauſe in any of theſe Cafes, the Odds a 
three to one, Elder-hand, that you do not juc. 
ceed, and ſeventeen to three Tounger-hans; 

for let us ſuppoſe you ſhould go for a Out 
of Queens, Knaves, or Tens, and throw ot 
an Ace or a King; by fo doing you run the 
Niſk of loſing above twenty Points in Expect. 


a. 


tion of winning fourteen Points. 


III. 


At the Beginning of a Party you are to p, 
to make your Game, which is twenty feen 
Points Elder-hand, and thirteen Points Y ouns- 
er-hand; therefore, ſuppoſe you are Elder. 
hand, and that you have a Terce- Major, and 
the Seven of any Suit, it is five to two but that 
you take in one Card out of any four certain 
Cards; therefore, ſuppoſe you ſhould have 
three Queens, three Knaves, or three Tens, 
you are in this Caſe to diſcard one of them pre- 
ferably to the Seven of Tuch a Suit, becaulc it 
is three to one that you do no: take in any on 
certain Card, Elder-hand, to make you a U 
torze, and conſequently you diſcard the Seyen 
of ſuch a Suit to a great Diſadvantage, 


IV. 


If your Adverſary is greatly before you in the 
Game, the Conſideration of winning the Car(s 
muſt be put quite out of the Queſtion; therc- 
fore ſuppoſe you ſhould havea Quart to a Qcen 
or a Quart to a Knave ; in which Caſe it is only 
about 
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about five to our, being Elder-hand, but that. 
you take in a Card to make you a Quint, and 
about thiee to one but that you take in a Queen, 
a Knave, or Ten; and ſhould you have ihiee 
ot cither dealt you, it is good Flay to make a 
Puſh for the Game, particularly if it is fo far 
advanced as to cive you but little Chance for it 
in another Deal; and in thie, and other Caſe:, 
you may have Recourſe to the Calculatiens 
alcertaining the Odds. | 
5 v. | | 
To gain the Point, generally makes ten 
Points Difference ; the (fore, when you di- 
card, you mult caceavout to gain it, but not 
tile the long of the Cards by io doing. 
5 VI. ä 

The ſaving of your Lurch, or the lurching 
of your Adverſary, is ſo material, that you 
ought always torifk ſome Points to accompliſh 
either of them, 5 

VII. 

If you have fix Tricks, with any winning 
Card in your Hand, never fail playing that 
Card; becauſe, at leaſt, you play eleven Points 
to one againſt yourſelf by ſo doing, unleſs in 
Play you diſcover what Cards your Adverſary 
has laid out, 

VIII. 

1! you are greatly advanced in the Game, as 
ſuppoſe you are eighty to fifty, in that Caſe it is 
© 8 ol your 
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_ Intereſt to let your Adverſary gain two 
cally if the next Deal you are to be Elder. 
hand; but if, on the contrary, = are to be 
Younger-hand, and are eighty-fix to fifty or 
fixty, never regard the loſing two or three 
Points for the gaining of one, becauſe that 
Point brings you within your Shew, 


IX. 4 


The Younger-hand is to play upon the 
Defenſive ; therefore, in order to make his 
thirteen Points, he is to carry Terces, Quart, 
and eſpecially to ſtrive for the Point: But 
ſuppoſe him to have two Terces from a King, 
Queen, or Knave, as it is twenty-nine to 
twenty-eight that he ſucceeds, he having in 
that Cafe four certain Cards to take in to 
make him a Quart to either of them, and, per- 
haps, thereby ſave a Pigue, &c. he ought pre- 


ferably to go for that which he has the mot 


Chance to ſucceed in: But if, inſtead of this 
Method of Play, he has three Queens, K naves, 
or Tens, and ſhould attempt to carry any of 
them preferably to the others, the Odds that 
he does not ſucceed being feventeen to tree 


againſt him, he conſequently difcards to 2 


great Diſadvantage. 
. 


The Elder or Vounger- hand is ſometimes to 
fink one of his Points, a Terce, or three Kings, 
Queens, Knaves, or Tens, in hopes of wipring 
5 dhe 


oints for your one as often as you can, eſpe. 
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the Cards; but that is to be done with Judg- 
ment, and without heſitating. | 


„II. 
It is often good Play for a Vounger- hand 


not to call three Queens, Knaves, &c. and to 


{ſink one Card of his Point, which his Adver- 


ſary may ſuppoſe to be a Guard to a King or 


Queen. 
XII. 


The Younger-hand having the Cards 
equally dealt him, 1s not to take in any Card 
if thereby he runs the Riſk of loſing them, 


unleſs he is very backward in the Game, and 


has then a Scheme for a great Game. 
XIII. 


ſaving or winning the Cards by a deep Diſ- 


card. As for Example: Suppoſe he ſhould 


have the King, Queen, and Nine of a Suit; 
or the King, Knave, and Nine of a Suit; 
in this Caſe he may diſcard either of thoſe 


Suits, with a moral Certainty of not being at- 
dds that he does 


not take in the Ace of either of thoſe Suits 
being againſt him, it is not worth his while to 
diſcard otherwiſe in Expectation of ſucceed- 


ing. 
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XIV. 

The Younger-hand having three Aces dealt 
him, it is generally his beſt Flay to throw out 
the fourth Suit. | | 


XV. 


The Younger-hand is generally to carry 
Guard to his Queen-Suits, in order to make 
Points, and to fave the Cards. 


XVI. 


When the Younger-hand obſerves that the 


Eider hand, by calling his Point, has five Cards 


» hich will make five Tricks in Play, and may 


have the Ace and Queen of another Suit, he 
ſhould throw away the Guard to that King, 
eſpecially if he has put out one of that Suit, 


which will give him an even Chance cf ſaving 


XVII, 
If the Elder-hand has a Quart to a King 


11 . . 
dealt him, with three Kings and three Queens 
(including the King to his Quart) and that he 


is oblized to diſcard either one of his Dart to 


the King, or to diſcard a King or Queen, 


'- Puerg, Which is beſt ſor him to diſcard? 


Ar ſwer, The Chance for taking in the Ace 
or Nine to his Quart to a King, being one outcf 
two certain Cards, is exadly equal to the taking 


_ either a King or a Queen, having three of cach 
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dealt him; therefore he is to diſcard in ſuch 
Manner as gives him the faireſt Probability 
of winning the Cards. 


The foregoing Caſe may be a general Di- 
jection to diſcard in all Caſes of the like Nature, 
cither tor the Elder or Younger-hand, 


XVIII. 

Suppoſe the Elder-Fand has taken in his Fre 
Cards, and that he has the Ace, King, and 
Knave of a Suit, having diſcarded two of that 
Suit: tie has allo the Ace, King, Knave, and 
two ſmall Cards cf another Suit, but no Win- 
ning Cards in the other Suits, 

£#01y, Which of theſe Suits is he to play 
from, in order to have the faireſt Chance of 
winning, or ſavir g the Cards? 

Ar/wer, He is always to play from the Suit 
of which he has the feweſt in Number; be- 
cauſe, if he finds his Adverſary guarded there, 
the Probability is in his Favour that he is un- 
guarded in the other Suit; and ſhould he play 
from the Suit of which he has the moſt in Num- 


| ber, and finds his Adverſary's Queen guarded, . 
| in that Caſe he has no Chance to fave or win 
the Cards. 


| XIX. 
If the Elder-hand is ſure to make the Cards 


equal, by playing of them in any particular 
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Manner, and is advanced before his Ad verſary 
in the Game, he is not to riſk the loſing of co 
ö them; but if bis Adverſary is greatly before th 
1 him, in that Caſe it is his Intereſt to riſk the vo 
fl loſing of the Cards, in Expectation of winning yo 
\| of them. | Po 
1 i 
i | CHAP. II. | 
1 ö Pons Ki! 
0 ä Particular RuLEs and CASES: twe 
\ vou 
|; | 5 5 J. be J 
4; S P POS E you are Elder-hand, and 5 
| = that you have dealt you a Puart- jr; * 
with the Seven and Eight of Clubs, the King and 
4 and Ten of Diamonds, the King and Nine of Jud 
| Hearts, with the Ten and Nine of Spades. Hea 
on Query. Whether you are to leave a Card, & 
18 by carrying the Quart-/Hajor and two more of babi 
nt the ſame Suit for the Point, with two other 4 
i Kings; or to throw out one Card of you and 
| Point ? OL be Suits 
il _ Anſwer. If you throw out one Card of yoit beca 
[i Point, there is a Poſſibility that you reckon King 
148 only five Points, and that your Adverfary may takin 
| win the Cards, by which — he gets eleven Caſe: 
ö | Points, beſides his three Aces, &c, which give! fail © 
youa bad Chance for the Game: But by leaving thus, 
1 a Card, and admitting that one Card of Conſe- Wine 
Wi _ quence lies in the five Cards which you are in- Dite 
it! titled to take in, it follows, that you have jour Expe 
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Chances to one againſt leaving that Card, and 
conſequently it is your Intereſt to leave a Card; 
the Odds are alſo greatly in your Favour, that 
you take in ſome one of the following Cards in 


your four Cards, viz, there are two to your 


Point, three Aces, and one King. 


II. | 
If you ſhould happen to have the Ace, 


King, and four ſmall Cards of any Suit, with 


two other Kings, and no great Suits againſt 
vou, the like Method of the former Caſe may 


III. 

Suppoſe you ſhould have the King, Queen, 
and {our of the ſmalleſt Clubs, the King and 
Queen of Diamonds, the Ace and Knave of 
Hearts, and the King and Nine of Spades. 
Query. How are you to diſcard, with a Prq- 
bability of making the moſt Points? | 

Anfwer. You are to throw out the Queen 


and four ſmall Clubs, and to carry three entire 


Suits, with the King of Clubs; for this Reaſon, 
becauſe the Chance e taking in the fourth 


King, is exactly the ſame as the Chance of 


taking in the Ace of Clubs; in either of which 
Caſcs it is three to one againſt you: But if you 
fail of taking in the fourth King, by diſcarding 
thus, you have a fair Chance to win the Cards, 
which will probably make twenty-two Points 
Duference. But ſhould you diſcard with an 
Expectat ion of taking in the Ace of Clubs, and 

G5 ſhould 
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ſhould happen to fail, you being obliged t 


throw out ſome of your great Cards, you ou 


have a very diſtant Chance of either taving 07 


winning the Cards. 


IV. | 

Suppoſe you ſhould have the King and (cen 
of Clubs, a Terce-44gjor in Diamonds, Queen 
and. Knave of Hearts, and a Quint from the 
Knave of Spades, 

Query. How are you to diſcard, with a Pro- 
bability: of making the moſt Points? 

Anſwer, You are to throw out the Quint to 
a Knaye in Spades, in order to make the moſt 


Points; becauſe let us admit that your Quin 


is good for we, Thing aſter you have taken 
in, you in that Caſe only ſcore nineteen Points, 
if you carry it, and you probably give the 


Cards up, and alſo the Chance of a P#acorz; 


of Queens, beſides a great Number of Points 


in Play; and conſequently, by carrying the 
Quint, you would diſcard to a great Diſa- 
vantage. ; 


V. 
Suppoſe you have the King, Queen, Sever, 
Eight, and Nine of Clubs; the Queen and 


Knave of Diamonds; the Queen, Ven, ani 


Nine of Hearts, with the Ace and Nine of 
Spades. | 

2 How are you to diſcard? 
Anſiber. Vou are to diſcard the King, Seven, 
Eight, and Nine of Clubs, and the Nine of 


Spades 
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Spades; by which means you do not only go 
tor three Suits, but you have the ſame Chance 
for taking in the fourth Queen, as you would 
have to take in the Ace of Clubs: Befides, the 
Probability of winning the Cards is greatly in 
your Favour, by this Method of diſcarding. 
| VI. | 

<; poſe you have the Queen; Ten, Nine, 
Eight, and Seven of Clubs; the Knave and 
Ten of Diamonds; the King, Queen, and 
Knave of Hearts, with the Ace and Nine of 
Spades. | 

Drery, How are ycu to diſcard *? | 

Z» wer. You are to diſcard the five Clubs; 
becauſe it is three to one that you do not take 
in the Knave of Clubs, and the carrying three 
entire Suits gives you a fairer Chance to ſcore 
more Points, 


VII. 


Suppoſe you have the Ace, Queen, and 
Knave of Clubs; the King, Queen, and Knave 
of Diamonds; the Queen and Knave of 
Hearts, with the Ten, Nine, Eight, and 
Seven of Spades. : | 

Query. How are you to difcard ? 

Anfwr. You are to diſcard the Ace of Clubs 
and tne four Spades, becauie it 1s only five to 
four but that you take in a Queen or a K nave; 


it is alſo about three to two that you take in an 
Ace: You haye alſo three Cards to your Terce 


„ 10 


- . — : — 1 — — — — 
— 2 ies the. hb td 4 Gadd A £ td U — 2 22 es 4 — 


— — 


4: 
4 
at 
4 
1 
* 


2 
1 
4 
. * 
4 
1 
— 
1 
* 
19 
„ 
. 
$58 
5 
+ 
03 
* 
37 
* 
£ 
} 
I 
1 
| 
5 
1 
+4 
+ * 
4 
1 
1 


— . =_ 
—— — 


— — ————— 


Clubs, three Diamon 


* 9 
—— ¹Ü⅛ꝗ2 — ˙ . 


134 4TAEATI8AE n PIQUET, 
to a King to take in, viz. the Ace and Ten, or 
the Ten and Nine, to make you a Quini; all 


which Circumſtances conſidered, you have x 


fair Probability of making a great Game; 


whereas, if you ſhould leave a Card, by throw. 
ing out the four Spades only, you run the Riſk 


of leaving one of the following Cards, v. the 
King of Clubs, the Ace of Diamonds, the 
Ace, Queen, or Knave of Spades; in any of 
which Caſes you would probably loſe more 


Points than by throwing out the Ace of Clubs; 


and if you ſhould =y two Suits, v/z, three 

s, and the Queen of 
Hearts, you run theRiſk of putting out fourteen 
Points.; and it is only five to four againſt your 


taking in a Queen or a Knave, and therefore 


you would diſcard to a great Diſadvantage. 
VIII. 


Suppoſe you have the King, Queen, and 


Ten of a Suit, and that your Adverſary has 


the Ace, Knave, and one ſmall Card of that 


Suit ; and that you have only thoſe three 
Cards left, and you are to make three Point: 


of them. 
Query. What Card are you to play? 
Anfwer, You are to play the Ten. 
IX. 

Suppoſe you have the Ace, Queen, Ten, 
and Nine of Clubs, alſo the King, Queen, 
Ten, and Nine of Diamonds. 

Que. 
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Query. Which of theſe Suits are you to 
carry, in order to have the faireſt Probability 
of ſcoring the greateſt Number of Points. 
Anſwer. You are to carry the King, Queen, 
Ten, and Nine of Diamonds, becauſe the 
Chance of taking in the Ace of Diamonds is 
exactly equal to that of taking in the King of 
Clubs ; and alſo the Chance of taking in the 


Knave of Diamonds is equal to that of taking 
in the Knave of Clubs; by which Manner of 


diſcarding, you have a Probability of ſcoring 
fifteen Points for your Quint in-Diamonds, 
inſtead of four Points for the Quart in Clubs; 


and the Chance for winning the Cards is bet= 


ter, becauſe by taking in the Ace of Diamonds 
ou have ſeven Tricks certain, which cannot 
nor by taking in the King of Clubs, 


X. 
Suppoſe L have four Aces and two Kings 
dealt you Vounger- hand, in order to capot the 


Elder-hand, you are to make a deep Diſcard, 


ſuch as the Queen, Ten, and Eight of a Suit; 
by which Means, if you happen not to take in 
any Card to ſuch Suit, you may probably ca- 


pot the Adverſary. 


| . | 
_ Suppoſe Elder-hand, that you have the Ace, 


een, Seven, Eight, and Nine of _ 
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alſo the Ace, Knave, Seven, Eight, and Nine, 


of Diamonds. | 
<Lrery, Which Suit are you to carry, in 
order to make the moſt Point? 
Anſwer. You are to carry the Ace, K have, 


Seven, Eight, and Nine of Diamonds, becauſe 


the taking in the King of Diamoꝝ ds is equal ty 
the taking in the King of Clubs, and confe- 


quently as good for winning the Cards; but 


you have the Chance of taking in the Len of 
Diamonds to make you fifreen Points, which 


Event cannot happen by taking in any one cer- 


tain Card in Clubs. 
XII. 


Suppoſe Elder- hand, that you have the Ace, 
Queen; Seven, Eight, and Ten of Clubs, 
allo the Ace, Knave, Seven, Eight and Ten of 
Diamonds. 6 

Query. Which Suit is beſt to carry? 

Anſwer. You are to carry the Ace, Knave, 
Seven, Eight, and Ten of Diamonds, because 
the Chance of taking in the King of Diamoncs 
is equal to the Chance of taking in the King 
of Clubs, and conſequently as good for in- 


ning the Cards; but you have an addition 


Chance of taking in the Nine of Diamonds to 
make you fifteen Points, which Event cannot 


happen by taking in one certain Card in Clubs. 


XIII. 
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XIII. 


Suppoſe you have the Ace, Queen, Ten, 
and two more of a Suit; alſo the Ace, (Queen, 
and Ten of anather Suit only. And let us 
ſuppoſe, that your Adverſary has ſhewn Six 


Cards for bis Point, ſuppoſe the Ace, Queen, 


an! four ſmall ones, and ſuppoſe you are 
guarded in that Suit, as ſoon as you have the 
Lead, you are to play from the Suit of which 
you have the feweſt in Number, becauſe if he 
is guarded in that Suit, he is probably un- 


guarded in the other Suit; but ſhould you be- 


vin with the Suit of which you have the molt 
in Number, if he happens to be guarded there, 
you have then no Chance to win the Cards; 
which may prove otherwiſe, if you begin with 
the Suit of which you have the feweſt in Num- 
ber. If he is guarded in both Suits you have 
no Chance to win the Cards, 


CHAP. III. 


Some COMPUTATIONS, diredling, toiib moral 
Ceriunty, paw to diſcard weil any Hard. 
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E Chance of an Elder- hand's taking in 
one certain Card is three to one againſt 
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II. 
That of his taking two certain Cards is 18 * 
inf him, * 
to I agal Kin | 
III. | take 
J would know what are the Odds that an MHA 
Elder-hand takes in four Aces ? 4, 
againſt h im. for him, _ 
Anſwer, That he takes be © 
in 4 Aces is — 9 F Fl. 
At leaſt 3 of them is about 22 6 | F 7 
2 of them 0 1 
1 of them 2 to 5 * 
. IV. | Anf 
If an Elder-hand has one Ace dealt him, 
what are the Odds that he takes in the other 
_ three? E 
againſt im, for 
Anſwer, That he a „„ 
in the 3 Aces — J ©. 3 Wh: 
At leaſt 2 of them about 6 to 1M takes in 
| 1 of them e 
v. Hits 
If an Elder:hand has two Aces dealt tin, Bf dite, 1. 
what are the Odds that he takes in the ohe 
? 
__ againſt him. for bin Anſwe 
Anſwer. That he takes in | 
the other 2 Aces is F uy The 1 
At leaſt 1 of them is + 2271 to u fin, wh; 


5 to 4 againſt him, or 


Vi 4 nfuwer 


8 
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VI. 
In caſe the Elder- hand has two Aces and two 
Kings dealt him, what are the Odds that he 
takes in either the two Aces or two Kings re- 


maining? 3 | 
_ againſt him. for him. 


Anſwer. It is about — 17 to 2 


| VIL 
Elder-hand having neither Ace nor King 
dealt him, what is his Chance to take in both. 
an Ace and a King in 2, 3, 4, or 5 Cards ? 

againſt him. for kim. 

Anfwer, In 2 Cards is about Iz to 1 
In 3 Cards — 4 to I 

In 4 Cards — 9 to 5 

In 5 Cards — 33 to 31 


VIII, 


What are the Odds that a Younger-hand 
| takes in two certain Cards ? | 


ufer. —— — wt 62 to I 
What are the Odds that a Younger-hand 
takes in three certain Cards? 
N againſt him, for him. 
Anſver, — — 1139 to 1 


IX. | | 
The Younger-hand having no Ace dealt 


bim, what Chance has he for bis taking one ? 
againſt him. for him. 


Anfwer, It is — — 28 to 29 
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| * K. 
If the . has one Ace dealt hin, 8 
what are the Odds of his taking in one or two Card, 
cf the three remaining Aces ? 100 
| againſt him. fer him. 7 
As fever, That he takes in q 1 and e: 
two of them is about you d 
At leaſt one of them — 1 Majo 
5 4. $4004 gt 2 again 
N [ 3 35 0: ly 
What are the Odds that the Younger-hand And f 
takes in one certain Card ? | Kings 
| : againſt him. fur hin, Zainſt 
"4 | He 4 
Anſiuer. That he _ „„ 7 er K 
not take it in is ur, bi 
What is che Odds of a Quart - Blanc e Exam pl 
| againſt him. for Lia, Caſes o. 


Anſwer. — — 1791 to 1 


CHAP. Iv, F- The 
An EXPLANATION and APPLICATION of {it © four 


. "irs . lixty-ei 
Joregeing CALCULATIONS, 15 3 
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S by the firſt Calculation it is three !0 Wed e 

one, that, being Elder-hand, you do not De 

ta ce in one certain Card; you have, therefore, "5 
a better Chance of advancing your Carne, b] 

carrying two Suits for Points and the Cart, 

th an by aiming at Quatorze of (Queens, nach 


Suppol⸗ 
ealt ve 

alt You, 
* * 
bat ot fou 
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Second Calculation; to take in two certain 

Cards, Elder-hand, is eighteen to one againſt 
vou. 
Therefore ſuppoſe you have a Quart-Major, 
and tt other Aces dealt you, the Odds that 
you do not take in the Ten to your Qxart- 
Hajo, and the other Ace, is eighteen to one 
azainſt you; but that you take in one of them, 
oaly twenty-one to ſeventeen againſt you. 
and ſippoſe you have three Aces and three 
Kinzs dealt you, the Odds are eighteen to one 
»zainſt your taking in the other Ace and the 
other King; yet it is not much above five to 
fur, but that you take in one of them, This 
Example ſhews, how you are to diſcard in 
* Caſes of the like Nature. 


i 
7 III. 5 

The Odds in taking in four certain Cards, 

four Aces, &c. being nine hundred and 


lixty-erzht to one by the third Calculation, is 
great a Chance of not ſuccecding, that it is 


ſcarce worth further Notice. 

But to take in three Cards out of any four 
certain Cards, Elder-hand, is only thirty-three 
to one againſt you. 


EXAMPLE. 
duppole you have two Aces and two Kings 
dealt you, the Odds of taking in three of them 
bat ot four certain Cards, ſuch as two Kings 
and 


F 


' 
; 
' 
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and one Ace, or two Aces and a King, are 
only thirty-three to one againſt you. 

But ſuppoſe you ſhould want to take in any 
two out of four certain Cards, ſuch as the 
Queen of Clubs, the Ten of Dizmonds, the 
Ace of Spades, and Enave of Hearts, being 
Elder-hand, it appears by the Calculation to be 
three to one againſt you; and the Odds are 
the ſame for any two out of four certain 
Cards. | 

But if, being Elder-hand, you only want 
one Card out of four, the Odds are five to two 
in your Favour that you take it in. Tbere- 
fore, if you have four Tens, or any inferior 
Duatorze dealt you, and no Ace, it is great 
Odds in your Favour, that, being Elder-hand, 
you take in one Ace, and ought to play your 
Game accordingly. But you muſt always 
conſider the Diſadvantage either of loſing th! 
Cards, or running the Riſk of a Capot, which 
you run the Hazard of, by ſpoiling your Haus 
with keeping four Tens when they arc not 


good. 
IV. 


By the fourth Calculation; if you have one 
Ace dealt you, it is one hundred and thirteen 
to one that you do not take in the three others; 
forty- nine to eight, or about ſix to one, that 
you do not take in two out of tie three ; bt 
that you take in 6ne out of the three, is about 
three to two in your Favour, or one hundred 
and thirty-ſeven to ninety-one: = 
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0 As for EXAMPLE,” 
You have a Quart from a King, and two 

0 Kings more dealt you ; as it is three to two 
il that you take in either Ace or Nine to your 
. Auart to the King, or the fourth King, as 
de you have the Chance of reckoning fourteen or 
1 bfteen Points by this Method of diſcarding, 
5 you ought to play accordingly : And this Me- 

Ew you how to play any Hand of the 
| like Sort. | 
= But if you ſhould diſcard, with an Expec- 
Wh tation of taking in two Cards out of three cer- 
0 tain Cards, the Odds againſt ſuch an Event 
en being above fix to one, your Game muſt in- 
* deed be very deſperate if you attempt to diſ- 
fk: card to that Purpoſe, The Chance of taking 
4 in three certain Cards, eee, e hundred and 
die birteen to one, is a very diſtant Chance; yet 
ich een ſuch does happen ſometimes, but ought 
Ua neyer to be ventured upon, but when a Man 
* has no other Reſource in the Game. 

| V. ; 

2 The fifth Calculation is, that if you have 
uten | o Aces dealt you; it is eighteen to one that 
nd jou do not take in the two other Aces; but 
"hl al ſeventeen to twenty-one that you take in 
ö but E of "rm Let 2 — _— Uſe 3 this 
enn Example. - Suppeſe you have a. Quart- 
ar Vir dealt you, and a e to a King, and 


lat you are greatly behind your Adverſary in 
the 
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the Game; to take in the Ten to your Quart. 


Majer is three to one againſt you; but to take Jat 
in the Ace or Nine to your Quart to the King, thr 
is only about five to four againſt you. 3 

Alſo, by the ſame Rule, ſuppoſe you haye 8 
three Kings and three Queens dealt you, the | A 


Odds of your taking in both a King and a | El, 
Queen. are eighteen to one againſt you: but 
that of your taking one of them, is only fie 


to four againſt you. | L 
All other Caſes of the like Nature may be two 
diicarded by this Method of Calculation. that 
VI takes 
: | ma 
As, by the ſixth Calculation, it is ſcventeen Wi" 5 
to twWo that you do not take in two certain Card: A 
out of four, ſuchas two Kings, two Queens, &. 5 
ou muſt not, therefore, confound this witi to one 
the third Calculation, where the Odds are nat 10 WC 
above three to one that you take in two Cad 8 
out of the four. | Sreat: 
VII. 888 
Having neither an Ace nor a King dealt you, 
what are the Odds of your taking in both an By 
Ace and a King in two, in three, in four, d une td 
in five Cards ? ONS in 
Anſwer, To take in an Ace and a King Calcula 
. | - againſt you: for cu Certain 
In 2 Cards is about — II to 
In 3 Cards 1 % Suppe 
In 4 Cards — — g 0 ſrom the 
In 5 Cards —— — lame Ode 
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You may obſerve, by the foregoing Calcu- 
lation, what are the Odds of taking in two, 
three, four, or five Cards out of any eight 
certain Cards, and conſequently diſcard to the 
greateſt Advantage. | 

The foregoing Calculation 1s either for the 
Elder or Younger-hand. 


Ex AMP LE. 


Let eus ſuppoſe the Younger-hand to have 
two Quator xe againſt him, he may obſerye, 
that it is not above four to one but that he 
takes in one of each of, them. The like Rule 


may ſerve for any other eight certain Cards, 


VIII. 

As by the eighth Calculation it is ſixty- two 
to one, that the Younger-hand does not take 
in two certain Cards, which Event happening, 
he ought not therefore to run the Hazard of ſo 
great a Chance, but when his Game is deſpe- 
rate, and does not promiſe him another Deal, 

IX. | 

By the ninth Calculation, as it is twenty- 
nine to twenty-eight that. the Younger-hand 
takes in one Ace, having none dealt him; the 


Calculation is the ſame for any Card out of four 


certain Cards. | 
As for EXAMPLE, 
_ Suppoſe you have two Quarts dealt you 
om tne King or Queen of any Suit, it is the 
lane Odds of twenty-nine to twenty-ci ght, but 
H that 


146 A TREATISE on PIQU ET. 


that you take in a Card to make one of them 
Quint, and therefore you are to diſcard accor- 
dingly. TOE 
As alſo, that you take in either Ace, King, 
Queen, or Knave, of any one Suit, when 2 
Pique or Repique is againft you. 
* 


The tenth Calculation is, that if the Voun- 
ger-hand has one Ace dealt him, it is twenty- 
one to one that he does not take in two Aces, 
and about three to two that he does not take 
in one of them; which Calculation holds good 
in the taking in any three other certain Cards, 
Therefore, for Example, let us ſuppoſe, that 


as it is but three to two againſt the Younger- | 


hand's taking one Card out of three to ſave 2 
Pique, or a Repique, it would generally be 
reckoned good Play, either to throw one from 
his Point, or diſcard a King, c. for the Event 
of ſuch a Chance. 

XI. 

By the eleventh Calculation it is ſeventec 
to three, Younger-hand, againſt your taking 
in any one certain Card; therefore, the Odd 
of not ſucceeding in this Caſe are ſo greatly 
againſt you, that it ought not to be attempted, 
eſpecially if the winning or ſaving the Cad 
is riſked by ſo doing, except in deſperate Cates 
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CHAP. V. 


| Cas8s of CuRIosiTY and INSTRUCTION. 
. f 


UPPOSE you are Younger-hand, and that 

you have the Queen, Knave, Seven, Eight, 
and Nine of Clubs ; alfo the Seven and Eight 
of Diamonds, the Seven of Hearts, and the 
Ten, Nine, Eight, and Seven of Spades; and 
that the Elder-hand has left a Card: 

Query. How are you to diſcard, to put it 
in the Power of the Cards to repique the El- 
der-hand ? 

Anſwer. You are to carry the five Clubs and 


the four Spades, and to leave a Card; and by 


taking in the Ace, King, and Ten of Clubs, 
you repique your Adveriary. 

II. 

Suppoſe you have eight Clubs, the Ace and 
King of Diamonds, the Ace of Hearts, and 
the Ace of Spades : 

Query, Whether you repique the Younger- 
hand, or not ? | | 

iiber. The Younger-hand may have a 
DFuert-Blanche, by having three Quarts from a 
Ten, which reckons firſt; and therefore he is 
not repiqued. 


— 


III. 
What is the higheſt Number to be made of 


; 38- oe. Anſwer. 


S un cs 8 
a 1iQUQE-: 
4 - 
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Anſwer. Eighty-two Points. 
What are the Cards which compoſe that 
Nurber ? | - 
Anſwer. A Quart- Major in Clubs, a Quart 
Major in Diamonds, Ace, King, and le of 
Hearts, with the Ace of Spades. 
This is only upon Suppoſition that the 
Quart-AHajor is good for every Thing. 


IV. 


What is the higheſt Number to be made of 
a Repique and Capot? — 

Anſwer. A hundred and ſeventy Points, 

W hat are the Cards which compoſe that 
Number ? | 

Anſwer, The four Terce- Majors, which ate 
ſuppoſed to be good for every Thing. 


Ys 


Suppoſe vou are Elder-hand, and thet you 
want eight Points of the Game, and that the 
Younger-hand wants twenty-three Points; au- 
ſuppoſe you have dealt you the Ace, King, and 
Queen of Clubs; the Ace, King, and Ten of 
Diamonds; the Ace, Knave, and Nine cf 
Hearts; the Knave, Nine, and Seven of Spades: 

Duecry. How are you to diſcard, to prevent 
any Poſſibility of the Younger-hand's making 
twenty-three Points, and he is not to reckons 
Duarte-Blanche © 
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Anſtwer. You are to diſcard the King and 
Queen of Clubs, the Knave, Nine, and Se- 
ven of Spades; by which Method of diſcard- 
ing you are certain to make eight Points, be- 
fore the Vounger- hand can make twenty-three 
Points. . 
VI. 

Suppoſe you have the Ace, Queen, and 
Knave of Clubs, with the King aud Ten of 
Diamonds; and ſuppoſe your Adverſary has 
the Ace, Queen, and Knave of Diamonds, and 
the King and Ten of Clubs, your Adverſary 
being to lead, is to make five Points, or to loſe 
the Game : | 

Query. How ſhall 8 play to prevent him 
from making of five Points ? | 

Anſiber. When he plays his Ace of Clubs, 
you are to play your King. of. Clubs; by which 
Means he can only make four Points ? 


VII. 
A and B play a Partie at Piquet. 


They are one Game each of the Partie. 

A has it in his Power to win the ſecond 
Game; but then he is Younger-hand at the 
begiming of the next Game. 

4 has it alſo in his Power to reckon only 
ainety-nine Points of the ſecond Game, and B 
is to be ſeventy. | 
Jury. Whether it is A's Intereſt to win the 
lecond Game, or not ? | 


H 3 Anſwer. 


rr DSS r NN. 0 


150 A TRTATISE en PIQU ET. 


Anſwer. It is A's Intereſt to win the ſecond 
Game, in the Proportion cf fourteen to thir. 


teen in his Favour. fo 
| th 
CHAP. II. 
Seme CompuTATIONs for laying Men) 41 | 
the Game of PIQUET, ©. 10 
| . 
I. 
T is five to four that the Elder-hand win: 
the Game. | O 
II. to 
It is about two to one that the Elder-hand 


does not lurch the Vounger- hand. 


e — N 


1 III. 5 = 
4 It is near four to one that the Younger-han: 
4 | does not lurch the Elder-hand. 
11 Suppoſe A and B male a Partie at PIQUET, th 
[| 
it I, 
Vt -- has the Hand; what are the Odds that / to 
i wins the Partie? 0 
1 Anſwer, About: twenty-three to twenty, 
Il! If A has one Game, and B one Game, he FO 
] | ö who is Eldeſt- hand has above five to four to. 
mY the Partie. 
ll 
1B 
IK 
; - * + 
1 


nd 


ng 
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III. 
if A has two Games Love before they cut 


for the Deal, the Odds are above four to one 
that he wins the Partie. 


IV. 


If A has two Games Love, and A has the 
Hand, the Odds are about five to one that he 
wins the Partie. 

| v. 
If B has the Hand when A is two Love, the 


Odds in favour of A are about three and a half 
to one, | 


** 


If A has two Games, and B one, before 
they cut, the Odds in Favour of 4 are above 


4 
If 4 has the Hand, and two Games to one, 
the Odds are about eleven to four. | 
VIII. 


if B has the Hand, when A is two Games 
to one, the Odds in Favour of A are about nine 
to hve, 


IX, 


it 4 is one Game Love, and Elder-hand, 
the Odds in Fayour of A are about ſeventeen 
io ſeven. 


H 4 X. 
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X. 


If A has one Game Love, and Younget- 
hand, the Odds in favour of A are about two 
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Cards, and to take in four only. j 
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to one, 
CHAP. VII. 
Laws of the Game at PIQUET, 

| | HE Elder-hand is obliged to lay out 
I! One Card, 
I If the Elder-hand takes in one of the three 
it Cards which belong to the Younger-hand, he 

| loſes the Game, 

1 III. 
0 If the Elder-hand, in taking his five Cards, 
itt ſhould happen to turn up a Card belonging to 
| | the Younger-hand, he is to reckon nothing 
1 that Deal. 

it 5 wr 
1 | If the Elder or Younger-hand play with thir- 
| | þ teen Cards, he counts nothing. 
I | „ 
Ht If the Elder-hand has thirteen Cards «dealt 
(fl him, it is in bis Option whether he will fand 
1 Vi : the Deal or not; and if he chuſes to ſtand the 
WH Deal, he is to diſcover it, and to difcard fve 
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VI. 


If che Elder or Vounger-hand reckons: what. 
they have not, they count nothing. 


| VII. -— 
If the Elder-hand touches the Stock after ke 
has diſcarded, he cannot alter his. Diſcard. 


VIII. 
If a Card is faced, and it happens to be dif- 


covered either in the Dealing, or in the Stock, 


there muſt be a new Deal, unleſs it be the 
bottom Card. 
IX. 

If the Dealer turns up a Card in. dealing, be- 
ſonging to the Elder-hand, it is in the Option. 
ot tne Elder-hand to have a ncw Deal. 

i 3 - 

If the Younger-hand takes in five Cards, it 
is the Loſs of the Game, unleſs the Elder-hand: 
has left two Cards. 


It the Elder-hand calls forty-one for his: 
Point, which happens to be a Quart-Hajor, 
and it is allowed to be. good, and uy reckons: 
tour for it, and plays away, in this. Caſe. he is. 
not intitled to count more. 


XII. 


If the Elder-hand ſhews a Point, or Quart, 
1 Terce, and aſks if they are good, and. after 
H. 5 wards; 


—— 
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wards forgets to reckon any of them, it bars 
the Younger-hand from reckoning any of 


equal Value, 


XIII. 


Quarte-Blanche counts firſt, and conſequent- 
ly faves Piques and Repiques : It alſo piques 
and repiques the Adverfary in the ſame Man- 
ner, as if thoſe Points were reckoned in any 
other Way. 


XIV. 


Suarte-Blanche reckons before any Iling 


elſe ; but need not be ſhewn till the Adverſary 


has firſt diſcarded ; only if you are Elder- hand, 


you muſt bid the Younger-hand to diſcard for 
PBuarte-Blanche ; which after he has done, you 


ſhew your Blanche by counting your Cards 


down one after another, 
XV. 
You are to cut two Cards at the leaſt. 
| XVI. 

If you call a Point, and do not ſhew it, you 
reckon nothing for it; and the Vounget-h¹and 
may ſhew, and reckon his Point. 

| XVII. 

If you play with eleven Cards, or fewer, no 
Penalty attends 1t. 

XVIII. 

If the Elder-hand leaves a Card, and after 
he has taken in, he happens to put to his Diſ- 
card the four Cards taken in, they muſt ys 
| Wit 
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with his Diſcard, and he only play with eight 
Cards, vix. thoſe added to his Diſcard, 


XIX. 

If the Younger-hand leave a Card or Cards, 
and mixes it with his Diſcard before he has 
ſhewn it to the Elder-hand, who is firſt to tell 
him what he will play, the Elder-hand is in- 
titled to ſee his whole Diſcard, 

XX, 

If the Younger-hand leaves a Card or Cards, 
and does not ſee them, nor mixes them to his 
Diſcard, the Elder-hand has no Right to ſee 
them; but then they muſt remain feparate 
whilſt the Cards are playing, and the Younger- 
hand cannot look at them neither all that 
ahie, | 

XXI. 

If theFMounzer-hand leaves a Card or Cards, 
and looks at them, the Elder-hand is intitled to 
ſee them, firſt declaring what Suit he will lead. 


XXII. 


If the Dealer deals a Card too many, or too 
few, it is in the Option of the Elder-hand to 
have a new Deal; but if he ſtands the Deal, 
he muſt leave three Cards for the Younger- 


hand. * 


XXIII. 

You are, in the firſt Place, to call your 
Point; and if you have two Points, if you de- 
lizn to reckon the higheſt, you are to call that 
furt, and are to abide by your firſt Call. 

| H 6. X \'IV. 
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You are to call your Terces, Quarts, Cingues, 


&c. next; and to call the higheſt of them, in 
caſe you deſign to reckon them. 


XXV. 


You are to call a Quatorze preferable to 


three Aces, Oc. if you deſign to reckon them. 
XXVI. 


If you call a Terce, having a Quart in your 


Hand, you mutt abide by your firſt. Call. 
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Playing well at CHESS. 


| 


\ ought to move your Pawns before 


you ſtir your Pieces, and afterwards to 
bring out ya Pieces to ſupport them; there- 
fore the Kings, Queens, and Biſhops Pawns 
ſhould be the firſt played, in order to open your 
Game well, 
II. 


You are not, therefore, to play out 2ny of 
your Pieces early in the Game, becauſe you 
thereby loſe Moves, in caſe your Adyerſary has 
it in his Power, by playing a Pawn upon them, 
to make them retire, and alſo opens his Game 
at the ſame Time; eſpecially avoid playing 


your Queen out, till your Game is tolerably 
| III. 


wei! opened, 
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1 


Avoid giving uſeleſs Checks, and never give 


any, unleſs you thereby gain ſome Advantage, 
becauſe you may loſe the Move if he can either 
take or drive your Piece away. 

IV. 

Never crowd your Game by having too 
many Pieces together, for fear of choaking up 
your Paſſage, ſo as to hinder your advancing 
or retreating your Men as Occaſion may re- 

uire. 

? V. 

If your Game happens to be crowded, en- 
deavour to free it by making Exchanges ot 
Pieces or Pawns, and caſtle your King as {con 
as you COnvenientiy can. 
| VI. 

Endeavour to crowd the Adverſary's Game, 
which is to be done thus: When he plays out 
mis Pieces before he does his Pawn, vou are 
to attack them as ſoon as you can with your 
Pawns, by which you may make him lole 
Moves, and conſequently crowd him. 


| VII. i 
Never attack the Adverſary's King witiout i 
ſufficient Force; and if he attacks your King, 
and you have it not in your Power to 8 
his, you are to offer Exchanges with hum ; an 


if he retires, when you preſent a Piece to an 
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change, he may loſe a Move, and conſequently 
you gain an Advantage. 


VIII. 


Play your Men in ſo good Guard of one an- 
other, that if any Man you advance be taken, 
the adverſe Piece may alſo be taken by that 
which guarded yours; and for this Purpoſe, be 
ſure to have as many Guards to your Piece, as 
vou ſee your Adverſary advances Pieces upon 
it; and if you can, let them be of leſs Value 
than thoſe he aſſails with. If you find that you 
can't well ſupport your Piece, fee if by attack- 
ing one of his that 1s better, or as good, whether: 
you can't thereby ſave yours. 


IX, 


Never make an Attack but when well pre- 
pared for it, nor give uſeleſs Checks, for: 
thereby you open your Adverſary's Game, and 
make him ready prepared to pour in a ſtrong 
Attack upon you, as ſoon as your weak one 


a” 


is over. 


* 
Never play any Man till you have examined 

whether you are free from Danger by your 

Adverſary's laſt Move; nor offer to attack till 


you have conſidered what Harm he would be 


able to do you by his next Moves, in Conſe- 
cy of yours, that you may prevent his De- 
us, if hurtful, before it be too late. | 
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XI. | 
When your Attack is in a proſperous Way, 
never be diverted from purſuing your Scheme 
(if poſſible) on to giving him Mate, by taking 
any Piece, or other Advantage, your Adver- 


ſary may purpoſely throw in your Way, with 
the Intent, that by your taking that Bait, he 
might gain a Move that would make your De- 
ſign miſcarry. | 5 
XII. 

When you are purſuing a well-laid Attack, 
but find it neceſſary to force your Way through 
your Adverfary's Defence, with the Loſs of 
ſome Pieces; if, upon counting as many Moves 
forward as you can, you find a Proſpect of 
Succeſs, ruſh on boldly, and facrifice a Pirce 
or two to gain your End: Theſe bold Atteinpt: 
make the fineſt Games. 


XIII. 


Never let your Queen ſtand fo befbre your 
King, as that your Adverſary, by bringing 2 
Rook or a Biſhop, might check your King it 
ſhe were not there, for you might hardly chance 


to ſave her. 
XIV. 
Let not your Adverſary's Knight (eſpecially 
if duly guarded) come to check your kin; 
and Queen, or your King and Rook, or you! 


Queen and Rook, or your two Rooks, t it 
| em fa 


N 
Sides 
vance 
on t! 
bring 

Rooks 
has ca 
forced 


In 7 
Move, 
meant! 
or Roo! 


Manner 


Tlece, y 
lary's R 
Piece, 0 


; ; Never 
if you c- 


for Playing at C HESS. 16 
ſame Time; for in the two firſt Caſes, the 
King being forced to go out of Check, the 
Queen or the Rook muſt be loſt; and in the 
two laſt Caſes, a Rook muſt be loſt, at belt, 
for a worſe Piece. : 


XV, | | 
Take care that no guarded Pawn of your 
Adverſary's fork two of your Pieces. 


XVI. 


When the Kings have caſtled on different 
dies of the Board, the Adverſary muſt ad- 
vance upon the other King the Pawns he has 
on that Side of the Board, taking care to 
bring his Pieces, eſpecially his Queen and 
Rooks, to ſupport them ; and the King that 
has caſtled, is not to ſtir his three Pawns till 
forced to it, | | 


XVII, 


In playing the Game, endeavour to have a 
Move, as it were in Ambuſcade; what is 
meant by it, is to place the Queen, Biſhop, 
or Rook behind a Pawn, or a Piece in ſuch a 
| Manner, as that upon playing that Pawn, or 
Piece, you diſcover a Check upon your Adver- 
fary's Sing, and conſequently may often get a 
Piece, or ſome other Advantage by it. 


XVIII, 
| Never guard an inferior Piece with a better, 
if you can do it with a Pawn, becauſe that 
better 
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better Piece may in that Caſe be, as it were, E 
out of Play; for the ſame Reaſon, you ought K 
not to guard a Pawn with a Piece, if you have 
it in your Power to guard it with a Pawn. 8 
XIX. 
A Pawn paſſed, and well ſupported, often 
colts the Adverſary a Piece. And if you play p 
# a1 
to win the Game only, whenever you have 3 
gained a Pawn, or any other Advantage, and pos 
are not in Danger of loiing the Move thereby, s 
make as frequent Exchanges of Pieces as you 58 
. = 
3 XX. 
If you bave three Pawns each upon the 
Board, and no Piece, and you have one cf V 
your Pawns on one Side of the Board, ani one 
the other two on the other Side, and you is no 
Adverſary's three Pawns are oppoſite to you ner-h 
two Pawns, march with your King, as ſoon ai only 
you can, to take his Pawns; and if he goes ner y. 
with his King to ſupport them, go on to by a 
n with your fingle Pawns, and if he goes 
to hinder him, take his Pawns, and puſh thi 
others to. Queen. This fhews the Advantage Wh 
of a paſs'd Pawn. of the 
ER XXI. Play, : 
| Poſitio 
At the latter End of a Game, each Path dae 
having only three or four Pawns on differeh = ; 
Sides of the Board, the Kings are to 7 7 of Va 
) Win OK "ED 
vour to gain the Move, in order to * you wil 


for Playing at CHESS. 163 1 
re, Game. For Example: if you bring your 1 
0 King oppoſite to your Adverſary's King, with i! 
ive only one Houſe between you, you will have 1 
gained the Move. | | Wh i 
ten When your Adverſary has his King and one 1 
lay Pawn on the Board, and you have your King $911 
aye only, you will never loſe that Game, if you 114 
anc can bring your King to be oppolite to your Ad- 140 
by, verſary's, when he is immediately either before, 1 
1 or on one Side of his Pawn, and there is only 11 
one Houſe between the Kings. | 11 
e of When your Adverſary has a Biſhop and Jia 
and one Pawn on the Rook's Line, and his Biſhop 0 
your is not of the Colour that commands the Cor- 114 
your ner-houſe his Pawn is going to, and you have Wt . 
Tr. only your King, if you can get into that Cor- 31 
goes ner you can't loſe that Game, but may win it $411 
n to by a tale. 1 
goes | | 4 
k the XXIV, | 9 
ntage When you have greatly the Diſadvantage - 1/8 
"of tne Game, having only your Queen left in 1 4 
Play, and your King happens to be in the 1 | 
Pry Poſition of Stale-Mate, keep giving Check to Il | 
fewo your Adverſary's King, always taking care. MH 
ny not to check him where he can interpoſe any | [ 
0 6 of his Pieces that makes the Stale; ſo doing, 14 
4% e will at laſt farce him to take your _ 1 
T and. if 
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and then you win the Game, by being in a 


Stale-Mate. 
. 


Never cover a Check with a Piece that a 
Pawn puſh'd upon it may take, for fear of only 
getting that Pawn for it. 

XXVI. ü 

Always take care that your Adverſary's King 
has a Move, for fear of giving a Stale-Mate; 
therefore don't crowd him up with your Pieces, 
left you inadvertently give one, 


Explanations and Applications e ſame of the fires 
going RULES and QBSERVATIONS, 


I 


or the cloſe Game, be ſure you bring 
out all your Pieces into Play before you begin 
to attack: for if you don't, and your Adyer- 
ſary does, you will always attack, or be at- 
tack'd, at a great Diſadvantage : This is (c 
eſſential, that you had better forego an Ad- 
vantage than deviate from it; and I may ven- 
ture to pronounce, that no Perſon can ever 
play well at this Game, that does not put this 
Rule ſtrictly in Practice; and don't let any 
Body imagine, that theſe preparatory Moves 
are uſeleſs, becauſe he does not receive an im- 
mediate Advantage from them; they are ja 


as neceſſary, as it is at Whiſt to deal thirteen 
| Cards 


W HETHER you play the open Game, 


bahle 
your 

Picce, 
now 
tent iy 
Jou o 


— ard keg ear lee —— — er N 


—— 
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Cards round before you begin to play. In or- 
der to bring out your Pieces properly, I would = i} 
adviſe to ouſh on your Pawns firſt, and ſupport 1 
them with your Pieces; and you will receive | 
this Advantage from it, that your Game won't it 
be crowded : I mean 'by this, that all your 
Pieces will be at Liberty to play and aſſiſt each | 
other, and ſo co-operate towards obtaining your | | 1 
End; and this farther is to be obſerved, that 4441 
either in your Attack, or Defence, you bring ul it 
them out ſo as not to be drove back again. 


IT. 

When you have brought out all your Pieces, 
as J have premiſed, which you will have done 
very well, eſpecially if you have your Choice 
on which Side to caſtle (which I would al- 

ways adviſe to do) I would then pauſe a while, 
an{ conſider thoroughly my own and my Ad- 
verſary's Game, and from his Situation, and 

a where he is weakeſt, I would not 
take my Reſolution where to caſtle, but 

| likewiſe where to begin my Attack; and it Mt 
ſtands to Reaſon you can't do it in a better 11 
Place than where you are ſtrongeſt, and your | 
Enemy weakeſt. By this Method, it is very pro- 


eee Rec ee eee nts, 


r ee eee eee 
— — —— - — 
oy 9 e Or 3 FY 1 6. Lie 
. — — 


bable that you will be able to break through 1 
your Adverfary's Game, in which Fray ſome 10 
Picces muſt of Courſe be exchanged. But 1138-18 
now pauſe again, and ſurvey both Games at- [10 
tentively, and don't let your Impetuoſity hurry f 


you on too far with this firſt Succeſs ; and my | 
5 Advice 1 


En . 
111 be " . * 
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Advice to you now in this critical JunQure Wi 
(eſpecially if you ſtill find ie Adverſary 
pretty ſtrong) is to rally your Men again, and 
put them in good Order for a ſecond or third 
Attack, if needful, ſtill keeping your Men 
cloſe and connected together, ſo as to be of 
Uſe to each other: For want of this Method. 
and a little Coolneſs, I have often ſeen an al- 
moſt ſure Victory ſnatch'd out of a Player's 
Hands, and a total Overthrow enſue. But if, 
after all, you can't penetrate ſo far as to win 


San 


the Game, nevertheleſs, by obſerving theſe othe 
Directions, I apprehend you may ſtill be very into 
ſure of having a well-diſpoſed Game ; and this the ( 
brings me to the third Part of the Game, that 
which is the Concluſion, _ Play 
| III. | 
And now that I am come to the laſt Period W 
of the Game, which abounds alſo with Diff your 
culties and Niceties, it muſt be obferved, take 
where your Pawns are ſtrongeſt, belt con- it is 
need together, and neareſt to Queen; you double 
muſt likewiſe mind how your Advertary's elf, 3 
Pawns are diſpoſed, and in what Degree of lerves 
Preferment they are; and compare tric: may x 
Things together; and if you find you can get Player 
to Queen before him, you mult proceed with. the firf 
out Heſitation; if not, you muſt hurry 0! Alſo, i; 
with your King to prevent him: I ſpeak now, or the 
are in : 


as ſuppoſing all the Noblemen are gone ; it 


not, they are to attend your Pawns, and ne 
: | | a wile 
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wiſe to prevent your Adverſary from going to 


Queen. 


Some general RUL E 8, by Way of Corroboration 
and Supplement to what has been already ſaid. 


I, 


ON'T be too much afraid of loſing a 

Rook for an inferior Piece: My Reaſon 
is this; although a Rook is better than any 
other, except the Queen, yet it ſeldom comes 
into Play, fo as to operate, unti] the End of 
the Game; and therefore it happens very often, 
that it is better to have a leſs good Piece in 
Play than a better out. 


II. 


When you have moved a Piece, ſo that 
your Adverfary drives you away with a Pawn, 
take it -for granted (generally ſpeaking) that 
it is a bad Move, your Enemy gaining that 
double Advantage over you of advancing him- 
cif, and making you retire: I think this de- 
ierves Attention; for although the firſt Move 
may not be much between equal and good 
Players, yet the Loſs of one or two more, after 
the firſt, makes the Game almoſt irretrievable. 
Allo, if you defend and can 1ecover tae Move, 
or the Artack (for they both go together) you 
are in a fair Way of winning. 
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III. 
If you make ſuch a Move as that, having 
Liberty to play again, you can make nothing 
of it, take it for granted it is an exceeding bad 


one; for at this nice Game no Move can be 


indifferent. 


IV, 


If your Game is ſuck, that you have ſcarce 
any Thing to play, tis your own Fault, cither 
for having brought out your Pieces Wrong, 
or, which is worſe, not at all; for if you have 
brought them out right, you muſt have Va- 
riety enough to play. | 

V. 

Don't be too much afraid of doubling x 
Pawn; three Pawns together are ſtrong, but 
four, that make a Square, with the Help i 
other Pieces well manzged, make an invincibl: 
Strength, and, probably, in Time of Need, may 
produce you a Queen : On the other Side, two 
Pawns, with an Interyal between, are no better 
than one; and if, imprudently, you ſhould have 
three over each other in a Line, your Game 
can't be in a worſe Situation: Examine this 01 
the Table, and the Truth of it will ſtrike you. 
Your Buſineſs, therefore, is to keep your Paw 
cloſe cemented and connected together, and 
it muſt be great Strength on the ther dice 


that muſt overpower them, 
* 


his on 
'P Oi!» 
Pawns 
r, and 
er dide 


\] 
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N. 


When a Piece is ſo attacked as that you 


can't ſave it, give it up, and beſtow your 
Thoughts how to annoy your Enemy in ano- 
ther Place, whilſt he is taking it; for it very 


often happens, that whilſt your Adverſary is 


running madly after a Piece, you either get a 


Pawn'or two, or ſuch a Situation as ends in his 


Degruction. : | 
| VIL. 5 8 
Suppoſing your Qyern and another Piece 
are attacked at the ſame Time, and that by 
removing your Queen you muſt loſe your Piece; 


in this Caſe, if you can get two Pieces in Ex- 


change for your Queen, I would adviſe you ra- 
ther to do it than retire; for obſerve, tis the 
Difference of three Pieces, which is more than 
the Worth of a Queen; beſides that you keep 
your Game entire, and preferve your Situation, 
which very often is better than a Piecez nay, 
rather than retire, I would give my Queen for 
a Piece and a Pawn or two, nay, almoft for 
what J can get; for do but obſerve, amongſt 
good Players, this one Thing, (to convince you 


this Advice is not bad) that when the Attack 


and Defence is thoroughly formed, and every 
Thing prepared for the Storm, ifhe that plays 
hrit is obliged by the Act of the Perſon that 
deſcends to retire, it generally ends in the Loſs 
of the Game of the attacked Side. 


1 VII. 
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170 RULES Sn OnsERVATIONS 
VIII. | 


Don't aim at changing without Reaſon ; 


tis ſo far fram being right, that a goad Player 
will take this Advantage of it, that he will 
ſpoil your Situation, and mend his own : But 
in theſe following Caſes tis quite right; when 
you are ſtiongeſt, eſpecially by a Piece, then 
every Time you change, your Advantage in- 
creaſes.; this is ſo plain it needs no Argument, 
Again, when you haye played a Piece, and 
your Adverſary oppoſes one to you, change di- 
realy, for it is plain he wants to remove you; 
prevent him, therefore, and don't loſe the 
Move, 
IX, 

Every now and then I would have you caſt 
up your Game, and make the Balance, then 
take your Meaſures accordingly, | 


X. 


At the latter End of the Game eſpecially, 


remember your King is a capital Piece, and 
don't let him be idle; tis by his Means, ge- 
nerally, you get the Move and the Victory. 
Obſerve this alſo, that as the Queen, Rook; 
and Biſhop operate at a Diſtance, *tis net al- 
ways neceſſary in your Attack to have them 
near your Adveriary's King; they do better at 


a Diſtance, 


1 
fary's Pawn with your King, for very often it 11 
Happens te be a Safe-guard and Protection to 31 
your King. Fl 
When you can take a Man with different wid 
Pieces, don't do it with the firſt that occurs, 1 
but conſider thoroughly with which you had Fl | 
helt take it. | ' 
Laws & CHESS. ih 
F you touch your Man you mult play it, I 
and if you quit it you cannot recall it. | | 
IT. 1 
If by Miſtake, or otherwiſe, you playa ? 
e Move, and your Adverſary takes no No- 


for Playing at CHESS, 171 Il 
a Diſtance, can't be drove away, and prevent a 1 
Stale-Mate. 
XII. | 
When you have a Piece that you can take, 
and that can't eſcape you, don't be in a Hurry; 


ſee where you can make a good Move elfe- 
where, and take it at your Leiſure, 


> 1 
Tis not always right to take your Adver- 


ice of it till he hath played his next Move, 
neither of you can recall it. | 


I 2 III. 11 
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III. 


If you miſplace your Men, and pay two 
Moves, it lieth in your Adverſary's Power, or 
Choice, whether he will permit you to begin 
the Game, or not. | 

IV. 


If the Adverſary playeth or diſcovereth a 

Check to your King, and gives no Notice of 

it, you may let him ſtand fo *till he gives 

Notice. | Rat: 
mm 

After your King has moved, you cannot 

eaſtle. | 


End of the Gaus of P1QUET and CHEv:, 
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A SHORT 


TREATIES 


On the GAME of 


BACK-GAMMON. 


CONTAINING, 


A Tas of the thirty-ſix 
Chances, with Directions 
how to find out the Odds of 
being hit, upon fingle, or 
double Dice.. 

Rules whereby a Beginner 
may, with due Attention 


to them, attain playing it | 


well. 

The ſeveral Stages for carry- | 
ing your Men home, in 
order to loſe no Point. 


How to find out who is for- 
wardeſt to win a Hit, 
Caſes Rated for Back-Games, 

with Directions how to play 
| for one, 

Caſes ftated, how to know 
when you may have the bets 
ter of ſaving a Gammon by. 
running, 

Variety of Caſes of Curiofity. 


and Inſtruction. 
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The I. zws of the Game. 
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A SHORT 
TREATISE 
On the GAME ef 
BACK-G A MMON. 


CHAR 4 
ECAUSE it is neceſſary for a Learner 


| to know, how many Points he ought to 
throw upon the two Dice, one Throw with 
another, we ſhall take the following Method 
to demonſtrate it. 


EX AM I. E. 


I would know how many Chances there are 


upon two Dice ? 

The Aniwer is thirty-ſix. 

I wotld atio know how many Points there 
are upon the thirty- ix Chances ? | 
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176 A hort TREATIST on the 
The Anſwer to which take as follows 
Fi D | 3 Points. u 
2 Aces — — 4 
2 Deuces — — 8 
2 Trois — — 12 
2 Fours — — 16 
2 Fives — — 20 
2 Sixes — — 24 
6 and 5 twice — — 22 
6 and 4 twice — — 20 
6 and 3 twice — — 18 
6 and 2 twice — — 16 
6 and i twice _ — 14 
5 and 4 twice —— — 18 
5 and 3 twice — — 16 
5 and 2 twice - — — 14 
S and 1 twi e 12 
0 and 3 twice — — 14 
4 and 2 twiſe— — 12 
4 and 1 tuicſe— — 10 
3 and 2 twice *' — | — 10 
3 and i twice — — 8 
| 2 and 1 twice — — 6 
| * Jo 3 — Prints. 
Dirided by 364 188 
Geng — need 
| | 6 ZE 
294 divided by <6, ſolves the Queſtion ; by Gut 
| which it appears, that one Throw with another on 
you may expect to throw 8 upon two Dice. let 


I would 


Game of BACK-GAMMON, 1727 


I would know how many Chances there are 
upon 2 Dice? 
The Anſwer is 36, which are as e : 


2 SIXeS_ 
2 Fives 
2 Fours 
2 Trois 
2 Deuces 
2 Aces 
6 and 5 
6 and 
6 and 
6 and 
6 and 
5 and 
5 and 
5 and 
5 and 
4 and 
4 -and 
4 and 1 twice 
3 and 2 twice 
3 and 1 twice 
2 and 1 twice 


twice 
twice. 
twice 
twice 
twice 


4 
3 
2. 
+ 
4 
3 
2 
1 
3 
2 
1 
2 


Lin 


nn 


WW ; | 
eve 


Becauſe a Learner may be at a Loſs to find 
out by this Table of 36 Chances, what are the 

Odds of being hit, upon a certain, or flat Die, 
let him take the following Method. 


1 EX Au- 


178 bort TarAr1s E. on the 
EXAMPLE. 


To know hs Odds « of being hit Aon an 
Ace? 


Look in the Table, where you will find 


thus “ marked, 


* 2 Aces — — 


J 
* 6 and 1 twice — — 7 
* ' 5 and 1 twice — — 
* 3and 1 twice — — 2 
4 and 1 twice — — 2 
* 2 and x twice — — 2 

Total 11 


Which deducted from 36 


E 


The Remainder is 25 


By this Method it appears, that it is 25 to 
11 acaint hitting an Ace, upon a certain, or 
fat Die, 
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To explain farther to a Learner how to 
make Uſe of the Table of 36 Chances, when 
at a Loſs to find the Odds of being hit upon 
any certain or flat Die, this ſecond Example 
is here added to ſhe how to find by that 'L able 
the Odds of being hit upon a 6, 


2 Sixes — 
2 Trois — 
2 Deuces — 
6 and 5 twice 
6 and 4 twice 
6 and 3 twice 
6 and 2 twice 
6 and 1 twice 
5 and 1 twice 
4 and 2 twice 


EEE EL] 


— 1 
— 1 
— 1 
— 2 
— 2 
— 2 
* 2 
— 2 
N 2 
— 2 

17 


Which deducted from 36 


FF 


Remainder is — 19 


By the foregoing Example it is evident, that 
it is 19 to 17 againſt being hit upon a 6. 


The Odds of 2 Love is about 5 to 2. 


and of 2 to 1 
and of 1 Love 


18 2 1. 
. 
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CHAP. H. 
| I. | 
F you play three up at Bacł- gammon, your 


principal View, in the firſt Place, is, either 
to ſecure your Own, or 7 Adverſary's Cinque 


Point; when that is effected, you may play a 


puſhing Game, and endeavour to gammon 
your Adverſary. 
II. 


The next beſt Point (after you have gained 
your C:ngue Point) is to make your Barr Point, 


thereby preventing your Adverfary's running 


with 2 Sixes. eh 
| III. 

After you have proceeded thus far, you are, 
in the next Place, to prefer the making your 
Quatre Point in your own Tables, rather than 
the Quatre Point out of them. 


IV. 
Having gained theſe Points, you have a fair 


Chance to gammon your ern if he is. 
a 


very forward: For, ſuppoſe his Tables are 


broke at home, it witl be then your Intereft to 
open your Harr Point, and to oblige him to 
come out of your Tables with a 6; and having 
your Men pread, you not only may catch that 
Man which your Adverſary brings out of your 
Tables, but you will alſo have a Probability of 

5 taking 


— —ͤ —EU— 5 as 1 
5 * Ss 2 — 
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taking up the Man left in your Tables, (upon 


Suppoſition that he had two Men there.) And 
ſuppoſe he ſhould have a Blat at home, it will 
then be your Intcr-it not to make up your 
Tables; becauſe, he ſhould enter upon a 
Blot, which you are to make for the Purpoſe, 
you wil have a Probability of getting a third 
| Wan ; which, if accompliſhed, will give you, at 
leatt, 4 to 1 of the Gammon; whereas, if you 


he Inly two of his Men up, the Odds is in 


his rayour that you do not gammon him. 


Ni 


. If you play for a Hit only. 1 or 2 Men taken 
up of your Adverfary's, makes it ſurer than a 
greater Number, provided that your Tables 


are made up. | 


BL 
: DIRECTIONS how to carry your Men home. 


When you carry your Men home, in ordei 
to loſe no Point, you are to oy the moſt 
diſtant Man to your Adverſary's Barr Point, 
that being the firſt 


placed out of his Tables ; the next ir, is 
upon the ſixth Point in your Tables. This Me- 
thod is to be purſued till all your Men arc 
brought home, except 2, when by loſing a 
Point, you may often lave your Gammon, by 
T x putting 


Stage you are to place it on; 
the next Stage is 6 Points farther, . in the. 
Place where your Adverſary's 5 Men are firſt 


* - 
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putting it in the Power of 2 Fives, or 2 Fours 
to ſave it. | 


VII. 
If you play to win a Hit only, you are to 
endeavout᷑ to gain either your own or your Ad- 


verſary's Cinque Point; and if that fails, ”y 


your being hit by your Adverſary, and 


find that he is forwarder than you, in that aſe 
you muſt throw more Men into his Tables. 


The Manner of doing it is thus: Put a Man 
upon your Cingue or Barr Point, and if your 
Adverfary neglects to hit it, you may then gain 


a forward Game inſtead of a back Game; but 


if he hits you, you muſt play for a back Game, 
and then the greater Number of Men which 
are taken up, makes your Game the better, 


becauſe you will, by that Means, preſerve your 
Game at home; and you muſt then always en- 


deavour to gain both your Adverſary's Ace and 


Trois Points, or his Ace and Deuce Points, and 


take Care to keep 3 Men upon his Ace Point, 


that if you chance to hit him from thence, 


that Point may remain ſtill ſecure to you. 


VIII. 4 


At the Beginning of a Set do not play for a 
back Game, becauſe by ſo doing you would 


play to a great Diſadvantage, running the Riſk 


of a Gamraon to win a ſingle Hit. 


CHAR 
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DiRECTIONS for playing at ſeiting aut the 
36 Chances of the Dice, when you are 10 play 
fer a Gammon, or for a ſingle Hit, 

I. 
"Tbs Aces, to be played on your Cinque 
1 Point, and Barr Point, for a Gammon, 
or for a Hit, | 

| II. 


Teo Sixes, to be played on your Adverſary's 


Barr Point, and on your own Barr Point, for 
a Gammon, or for a Hit. | 


* Two Trois, two to be played on your 


Cinque Point, and the other two on your T rois 
Point in your own T ables, for a Garamen only. 


IV. | 

+ Two Deaces, to be played on your Quatre 
Point in your own Tables, and two to be 
brought over from the five Men placed in your 
Adverſary's Tables, for a Gammon only. 


V. | 
1 Two Fours, to be brought over from the 
five Men placed in your Adverſary's T ables, 
and to be put upon the Cinque Point in you! 
own Tables, for a Gammon only, 


VI. 


To ww 


m the 
ahles, 


n Your 


VI. 
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VI. 

Two Fives, to be brought over from he 
fve Men placed in your Adverfary's Tables. 
and to be put on the Trois Point in your own 
Tables for a Gammon, or for a Hit. 


VII. 
Size Ace, you are to take your Barr Point, 
for a Gammon, or for a Hit. 
VIII. 
Size Deuce, a Man to be brought from the 
five Men placed in your Adverſary's Tables, 


and to be placed on the Cinque Point in your 
own Tables, for a Gammon, or for a Hit. 


IX.- © | 
Six and Three, a Man to be brought from 
your Adverfary's Ace Point, as far as he will 
go, for a Gammon, ot for a Hit. 


> 
Six and Four, a Man to be brought from 
your Adverſary's Ace Point, as far as he will 
go, for a Gammon, or for a Hit. 


XI. 


Six and Five, a Mau to be carried from your 
Adverſary's Ace Point, as far as he can go, for 
a (Gammon, or for a Hit, 


XII. 
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XII. | 


Cinque and Quatre, a Man ti be carried from 
your Adverſary's Ace Point, as far as he can 
go, for a Gammon, or for Hit. 


XIII. 
Cinque Trois, to make the rois Point in 
your Table, for a Gammon, or for a Hit, 
„* ” 3 


XIV. 
Cinque-Deuce, to play t. en from he 
$ placed in your Adveriary'. Tables, fo: x 
Gammon, or for a Hit, PTS 


| e XV. + 10. 
* Cinque Ace, to bfing one Man from the 
5 placed in your ape © Lables for the 
| adus, and to play one Man down on the 
Cinque Point in your own Tables for the Ace, 


* 


for a Gammon only. 


e r 

Quatre- Trois, two Men to be brought from 
the 5 placed in your Adverſary's Tables, for a 
Gammon, or for a Hit. 5 


| XVII. 
Quatre-Deuce, to make the Quatre Poin! 
in your own Tables, for a Gammon, or for 4 


Hit, 
XVIII 


* 
— 
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+ Quatre-Ace, to play a Man from the 5 

placed in your Adverſary's Table for the Quatre, 

and for the Ace, to play a Man down upon the 


Cinque Point in your own Tables, for a Gam- 
mon only. | | 


| XIX. 

Trois Deuce, two Men to be brought from 
the 5 placed in your Adverſary's Tables, for a 
Gammon only. | 

> XX. 

Trois-Ace, to make the Cinque Point in 

your own Tables, for a Gammon, or for a Hit. 
XXI. 5 

Deuce -Ace, to play one Man from the 5 
Men placed in your Adverſary's Tables for the 
Deuce; and for the Ace, to play a Man down 
upon the Cinque Point in your own Tables, 
for a Gammon only. 8 | 


CHAP. IV, 


DirtcTIONs how to play the Chances that are 
marked thus (*) when you are only to play for 
a Ft. 49 


T6 
| WO Trois, two of them are to be 
played on your Cinque Point in your 
Own Tables, and with the other two you are 
to take the Quatre Point in your Adverſary's 


3 | II. 


” 


Tables. 


190 J fbort TREATISE on tie 

5 A 

+ Two Deuces, two of them are to be 
pls ed on your Quatre Point in your own 

"ables, and with the other two you are to take 

the Trois Point m your. Adverfary's Tables. 

The two foregoing Caſes are to be played in 
this Manner, for this Reaſon, viz. That there- 
by you avoid being ſhut up in your Adverſary's 
Tables, and have the Chance of throwing high 
Doublets to win the Hit. 


III. | 
* Two Fours, two of them are to take your 


Adverſary's Cinque Point in his Tables; and 
for the other two, two Men are to be brought 


fromthe five placed in your Adverſary's Tables. 


„ 
1. Cinque- Ace, play the Cinque from the 
five Men placed in your Adverſary's Tables, 
and play the Ace from your Adverſary's Ace 


Point, 
V 


- 2+ * Quatre-Ace, play the Quatre from the 
five Men placed in your Adverſary's Tables, 


and play the Ace from the Men on your Adver- | 


ſary's Ace Point. 


. 

. * Deuce- Ace, play the Deuee from the 
ve Men placed in your Adverſary's Fables, and 
play the Ace from your Adverſary's Ace _ 


? 


cd ww Co 
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N. B. The three Jaſt Chances are played 
in this Manner, for the following Reaſon ; 
By laying an Ace down in your Adverſary's 
Tables, you have a Probability of throwing 
Deuce Ace, Trois Deuce, Quatre Trois, or 
Size Cinque, in two or three Throws; in any 
of which Caſes you are to take a Point, 
which gives mu vaſtly the better of the Hit. 

You may obſerve, by the Directions given in 
this Chapter, that you are to play 9 Chances 
out of the 36 in a different Manner for a fingle 
Hit, to what you would do when playing for 
a Gammon, | | | 

In this, and the foregoing Chapter, plain 
Directions are given, how, at ſetting out, to 
play all the Chances on the Dice, either for a 
Gammon, or a fingle Hit; but it is impoſſible 
to give full Inſtructions for the whole Progreſs 
of the Game ; all that can be done towards 
helping a Learner, is to communicate ſome 
Vbjervations, Hints, and Cautions, which, if 
tended to, may be of Uſe to him. wy; 
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en Ae. V. 


Same OBSERVATIONS, HIN Ts, and Cay 
T ION S, Which are to be attended to, 


| 5 — | 
Y the Directions given to play for a Gam- 


mon, you are K to make ſome 
Blots, the Odds being in your Favour, that they 


are not hit; but ſhould it ſo happen, that any 


Blot is hit, as in this Caſe you will have three 

Men in your Adverſary's Tables, you muſt 

then endeavour to ſecure your Adverſary's 

Cinque, Quatre, or Trois Point, to prevent 

a Gammon, and muſt be very cautious how 

you ſuffer your Adverſary to take up a fourth 
„ ; 8 


II. 


Take Care not to crowd your Game at an 
Time, if poſſible. What is meant by crowtag 


a Game, is the putting many Men either upon 


* Trois or Deuce-Point in your own 
ables; which is, in Effect, loſing of thoſe 
Men, by not having them in Play. (25; 

Beſides, by crowding your Game, to at- 
tempt to ſave a Gammon, you are often gam- 
moned ; becauſe when your Adverſary finds 
your Game open, by being crowded in you! 
own Tables, he may then play his Game as be 
thinks fit, | fs 1 
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III. el 
By Recourſe had to the Calculations, you 
may know what are the Odds of your entering 
a ſingle Man upon any certain Number of 
Points, and by that Means you may play your 
Game accordingly, 
2 IV. 

If you are obliged to leave a Blot, by Re- 
courſe had to the Calculations far hitting it, 
you will find the Chances for and againſt you; 
and conſequently you will be enabled to judge 


how to play your Game to the greateſt Ad- 
vantage. 


| Fe 
You will alſo find by the Calculations, the 
Odds for and againſt you, upon being hit by 
double Dice, and conſequently you will have 


it in your Power to chuſe ſuch a Method of 
Play as is moſt to your Advantage. 


VI. ä 

If it is neceſſary to make a Run, in order to 
win a Hit, and you would know ton Point 
which is forwardeſt, your Adverſary or yous 
take the following Method : 

Begin with reckoning how many Points you 
muſt have to bring home to youf Size Point 
in your 1 Tables, the Man that is at the 
greateſt Diſtance from it, and do the Ike by 
every other Man that is abroad; when the 


| N embers 
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Numbers of thoſe Abſentees are ſummed up, 


add to them ihe following Numbers for thoſe 
already in your own Tables (ſuppoling the 
Men that were abroad as on. your Size Point 
for bearing) namely, fix for every Man on the 
Size Point, five for every Man on the Cinque 
Point, four for every bo on the Quatre 
Point, three for every Man on the Trois Point, 
two for every Man on the Deuce Point, 2nd 
one for every Man on your Ace Point. Do 
the like to your Adverſary's Game, and then 

ou will know which of ydu is forwardeſt, and 
ikelieſt to win the Hit, 


EA. 
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OBSERVATIONS and DIRECTIONS for 
a Learner- that has made ſome Progreſs at 
Back-Gammon z particularly DIRECTIONS 


fer BEARING his Men, + 


J. 


F your Adverſary is greatly before you, never 
play a Man from your Quatre, Trois, or 
Deuce Points, in order to bear that Man from 
the Point where you put it, becauſe that no- 
ching but high Doublets can give you any 
Chance for the Hit: therefore, inſtead of play- 
ing an Ace or a Deuce from any of the afore- 
ſaid Points, always play them from your Size 
or higheſt Point; by which Means you will 
find, that throwing two Fives, or two Fours, 
will, upon having eaſed your Size and Cinque 
Points, be of great Advantage to you : Where- 
a, had your dize Point remained loaded, you 


_ muſt, perhaps, be obliged to play at length 


thoſe Fives and Fours. 


II. A 5 

Whenever you have taken up two of your 
Adverſary's Men, and that you happen to have 
two, three, or more Points made in your own 
ables, never fail ſpreading your Men, in ordet 
either to take a new Point in your Fables, of 
te be ready to hit the Man your Adverſary may 
| 2 happen 


1795 A ſhort TREATISE on the ' 

happen to enter. As ſoon as he enters one of 
his Men, you are to compare his Game with 
yours; and if you find your Game equal to 
his, or better, never fail taking his Man up, if 
you can, becauſe it is 25 to II againſt his hit- 
ting you; which Chance, being ſo much in 
your Favour, you ought always to run that 


Riſk, when you have already two of his Men 


up. | os 

There is this Exception to this Rule, that if 
you play for a ſingle Hit orly, and that your 
playing that Throw otherwiſe gives you a bet- 


ter Chance for the Hit, you ought not to take 


up that Man. 


III. 

Never be deterred from taking up any one 
Man of your Adverſary's, by the Apprehen- 
ſion of his hitting you with double Dice, be- 
cauſe the faireſt Probability your Adverſary has 
of hitting you, is 5 to 1 againſt him. 


IV. N 
If you ſhould happen to have five Points in 
your Tables, and to have taken up one of you; 
Adverſary's Men, and are obliged to leave a 
Blot out of your Tables, take Care, if it is in 
your Power, rather to leave it upon Doublets, 
than any other Chance, becauſe Doublets are 


35 to 1 againſt his hitting you, and any other 


Chance is but 17 to 1 againſt him. 


Y, 


1 
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Tus of your Adverſary's Men in your Ta- 
bles ate better for a Hit; than auy greater 
Number, provided your Game is forwardeſt, be- 
cauſe his having three or more Men in your 
Tables, gives him more Chances to hit you, 
than if he had only two- Men in them, 


VI. 


If you are to leave a Blot upon your en- 
tering of a Man in your Adverlary's Tables, 
or otherwiſe, and have it in your Choice to 

leave it upon what Point you pleaſe, always 

chute that which is the moſt diſadvantageous to 
him. To illuſtrate this by an Example, let us 
ſuppoſe it is his Intereſt to hit you or take you 
up as ſoon as you enter, in that Caſe you are to 
leave the Blot upon his loweſt Point; that is to 
fay, upon his Deuce Point, rather than upon 
his Trois Point, or upon his Trois Point pre- 
ſerably to his Quatre Point, or upon his Quatre 

Point preferably to his Cinque Point ; becauſe. 
(as has been mentioned before) all the Men, 

your Adverſary plays upon his Trois, or his 

Deuce Points, are deemed as loſt, being in a 

great Meaſure out of Play, thoſe Men not hav- 

ing it in their Power to make his Cinque 

Point, and conſequently his Game will be 

crowd:d there and open elſewhere, whereby 

you will be able alſo much to annoy him. 
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VII. 

To prevent your Adverſary from bearing 
his Men to the greateſt Advantage, when you 
are running te. ſave your Gammon ; as, for In- 
ſtance, ſuppoſe you ſhould have two Men upon 
his Ace Point, and ſ:veral other Men abroad, 
tho' you ſhould Joſe one Point or two in put- 
ting your Men into your I ables, yet it is your 
Intereſt to leave 2 Man upon your Adverſary's 
Ace Point; which will have this Confequence, 
that it will prevent his bea ing his Men to his 
greateſt Advantage, and will alſo give you the 
Chance of his making a Blot, which you may 
chance to hit. But if, upon a Calculation, 
you find that you hive a Throw, ora Proba- 
bility of ſaving your Gammon, never wait for- 
a Blot, becauls the Odus are greatly agauut 
hitting it. | | 


C HAP. 
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. Cars, put by Way of Example, to fhew hw 

to calculate the Odds of ſaving or winning a 


Gammon, 


Ft 


UPPOSE your Tables are made up, and 


that you have taken up one of your Ad- 
verſary's Men; and ſuppoſe your Adverfary has 
ſo maiy Men abroad as require three Throws 
to put them in his Tables: 355 
Query. Whether you have the better of a 
Gammon, or not? - 
Anſcuer. It is about, an equal- Wager that 
you gammon him. | 80 | 
Becauſe, in all Probability, you will have 
hore.two Men before you open your Tables, 
and when you bear the third Man, you will be 
obliged to open your Size or Cinque Point; in 
that Caſe it is probable, that your Adverſary 
muſt take two 'Fhrows before he enters his 
Man in your Tables, and two Throws more 
before he puts that Man into his own Tables, 
and three Throws more to put into his own 
Tables the Men which he has abroad, wiich 


in all make ſeven Throws : AnJ as you have 


twelve Men to bear, theſe probably will tae 
ſeven Throws in bearing, becauſe you mas 
t ce be obliged to make an Ace, or a Deuce, 
LIC yau can bear all your Men. 


K 4 N. B. 
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VN. B. No Mention is made of Doublets of 
either Side, that Event being equal to each 
Party. 121 * | 


The foregoing Caſe being duly attended to, 
thews it is in your Power to calculate very 
nearly the Odds of ſaving or winning a Gam- 
mon upon moſt Occaſions, 

Suppofe I have three Men upon my Adver- 
tary's Ace Point, and five Points in my Tables, 
and that my Adverfory has all his Men in bis 
ant three upon each;of his ave higheft 

oints: 5 f e 


Dues y. Whether the Probability is for his 
gammoning me, or not! a Li 


Anſiber. 1 Ports. 
Por his bearing 3 Men from his 6 Point, is 18 
1 from his 5 Point, — 15 


from his 4 Point, — 12 


from bis 3 Point, — 9 
from his 2 Point, — 6 


2 


60 


—— 


Total 
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To bring my 3 Men from my Adver- 
-Aary's Ace Point, to my Sine Point 
in my Tables, being for each 18 


Points, make in all —— — 54 
The Remainder is 6 


And as, beſides the fix Points in your Fa- 


vour, there is a further Conhderation to be add- 
ed for you, which is, that your Adverfary may 
muke one or two Blots in bearing, as is fre- 
quently the Caſe. You ſce by this Calcu- 
lation, that you have greatly the better of the 
Probability of faving your Gammon. 
N. 3. This Cafe is ſuppoſed upon an 
Equality of throwing. | | 
| III. 
Suppole ] leave two Blots, either of which 


cannot be hit but by double Dice; to hit the 


one, that caſt muſt he eight, and to hit the 
other it muſt be nine; oy which Means my 
Adverſary has only one 


them. 


Duery. 


What are the Odds of his hitting either of 
theſe Blots ? 


X 5 5 Anſ wer. 


je to hit either of 
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| Anſwer. 
The Chances on two Dice are in all — 


. 6 and 2 twice, 

The Chances q 5 and 3 twice, 
to hit 8 are, J 2 Deuces, — 
2 Fours, — 


The Chances g © and 3 twice, 
to hit q are F and 4 twice, 
*'( 2 Trois, — 


LIKE LEH. 


Total Chances for hitting, 11 


Remain Chances for not hitting, — 2 


— 


So that it is 25 to 11 that he will not hit 
either of thoſe Blots. | | 


IV. 
To give another Example, let us ſuppoſe 


that I leave two other Blots than the former, 


which eannot be hit but by double Dice, the 
one muſt be hit by eight, and the other by 
ſeyen. 155 = 
Query. ; g | 
What are the Odds of my Adverſary's. hit- 
ting either of theſe Blots | 


8 7 - 


„„ ran. AB Ro. 


Free 224 
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Anſwer. | | 


The Chances on two Dice are in all, — 36 


6 and 2 twice, — 2 
The Chances] 5 and 2 twice, —— 2 
to hit 8 are, J two Fours, — 1 
(ro Deuces, — 1 
| 3 2 ice. — 2 
The Chances band 1 wier, 

* 5 and 2 twice, — 2 

to hit 7 are, 1 a 
4 and 3 twice, — 2 
Total Chances for hifting, — 12 


Remain, Chances for not hitting, — 24. 


Therefore it is two to one that T am not hit. 

The like Method is to be taken with three, 
four, or five Blots upon double Dice; or with 
Blots made upon double and fingle Dice at the 
fame Time; you. are then only to find out 
(by the Table of 36 Chances) how many 
thcre are to hit any of thoſe Blots, and add 
all together in one Sum, which ſubtract from 


the Number 36, which is the Whole of the 
Chances upon two Dice: Sogdoing reſolves ay 


Queſtion required. . 


| The following Caſes are to ſhew a Way of 
alculating, which may be called a mechanical 
Way of ſolving of Queſtions of the like Nature. 


K 6 I would 


— — — 


«egy 


Pr neck 


dat A ſtort TRν ANS E an the 
I would know: what are the Odds of chtour- 
ing 7 twice, borore 10-0mveS!./ d, io lde | 
| Auſiber. | ; | 
Tt is 5 to 4 that 10 is thrown once before 
7 is thrown twice, which is demonſtrated as 
follows : 
Suppoſe the Stake depending i is nine Pounds, 
my firſt Throw entitles me to Have one third 
Parr of that Money, becauſe 7 has fix Chances 
for it, and 10 has but three Chances, and there- 
fore it is two to one, 
| „ 
For the firſt Throw,  '—— — 3 0 @ 
Having taken 3 J. out of the g7. for 
the firſt Throw, the Remainder ts 
- 6 J. out of which a third Part is to 
he taken for the ſecond Throw 2 © 0 
: The Totals, 3 a © 
Remains, 4 © © 


The whole Stake is, 9 0 © 
VI.. 
K would know what are the Odds of en- 


_tering a Man upon any certain Point in two 
Throws? | 


—_— — — — — 


Anſwer, 
Suppoſe 36 Shillings is the whole Stake de- 
pending, ! would know what is my Share of 


Jo Stake, having laid 18 Shillings that I enter 
1 rl | * 


22 3 
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a | in two'.Throws? By the Calculations in the | 
| Table of 36 Chances,” it is found that I have 
| 11 Chances out of the 36 for entering the firſt a 
a Throw, for which therefore L am entitled to 
. 11 out of the 36 Shillings, 1 
. 1 
5 Ih be Stake is, — 36 0 1 
1 0 | 2 ö 
8 For the firſt Throw, wan”, BE | 
5 x 
”; #3 —5 | * r f 
Remains, — 25 0 ö 
8 | NR N 
The Remainder, being 25 Shillings, | 
| 2 | "1062" . Fj ft 
is to be divided into 36 equal Parts, | 
of which I am entitled to eleven of + 
thoſs Parts, which makes 7s, 7 d. Wl 
for the ſecond Throw. ” 7 | 
| Adding this to the other 11 Shillings, | 
makes my Share of the Stake to be, 18 72. | 
= has as ; IR e if 
| Then my Adverſary's Share will be, 17 4 2 4 
Total of the Stake, 36 o i 
2 Therefore it is very nearly 15 to 14 in fa- 1 
a vour of entering a Man upon any certain | 
Point in two Throws. -: 
: 2 532 [ 
f 7 
r 
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CHAP; YI: 
Critreal Caſe for a Back- Game. 
I. 


E T us ſuppoſe. A plays the Fore-Game, 

and that all his Men are placed in the 
uſual Manner : 

For B's Game tet us ſuppoſe, that 1 4 of his 


| Men are placed upon his Adverſary's Ace Point, 


and 1 Man upon his e s Deuce Point, 
and that B is to throw : | 


Query. 


Wich Game 1 is likelieſt to win the Hit; 


Anſiber. 

#*s is the beſt by Gold to 8 or 21 /r, 
to 20 againſt; . — if B miſſes an Ace to 
take his Adverſary's Deuce Point, which is 25 
to 11 againſt him, A is, in that Caſe, to take 
up B's Men i in his Tables, either ſingly, or to 
make Points; and if B ſecures either A's Deuce 
or Trois Point, in that Caſe, A is to lay as 
many Men down as poſſible, in order to be hit, 
that thereby he may get a Back-game. 

When you are pretty well verſed in the 
Game of Back-Gammon, by practiſing this 
Back-game, you will become a greater Profi- 
cient in the Game than by any other Method, 
becauſe it clearly demonſtrates the whole Power 
ef the Back- game, = 
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II. Back-game. 


Let us ſuppoſe A to have five Men placed 
upon his Size Point, five Men upon his Quatre 
Point, and five Men upon his Deuce Point, all 
in his own Tables: | 

And let us ſuppoſe B to have 3 Men placed 
upon As Ace Point, 3 Men upon As Trois 
Point, and three Men upon 4's Cinque Point; 
let B alſo have three Men upon his Size Point 
in his own Tables, and three Men placed out 
of his Tables, in the uſual Manner: | 


| Query. 
Who has the better of the Hit? 


Anſwer. 

Tt is an equal Game; but to play it criti» 
eally, the Difficulty lies upon B, who is in 
the frſ Place to endeavour to gain his Cinque 
and Quatre Points in his own Tables; and 
when that is effected, he is to play two Men 
from 4's Cinque Point, in order to oblige his 
Adverſary to blot, by throwing an Ace, Which, 
if B hits, he will have the faireſt Probability of. 
winning the Hit. | | TAY 


N III. Bacl. gume. 

Suppoſe 4 has three Men upon Z's Ace 
Point, and three Men upon B's Deuce Point, 
alſo three Men upon his Size Point in his own 
Tables, and three Men upon his uſual Point 
N | | out 


e Ks bi — *% 1 4445 2c. tee 
* 44 
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out of his Tables, and three Men where his 
five Men are uſually placed in his Adverſary's 


Tables : | 
And let us ſuppoſe B has his Men placed in 
the ſame Manner, both in his own and his Ad- 
verſary's Tables, with this Difference only, viz, 
inſtead of having three Men put upon 4's 
Deuce Point, let him have three Men upon 
As Trois Point: | 5 


Query. 


Who has the beſt of the Hit? 


Anſwer. 


A, becauſe the Ace and Trois Points are not 
ſo good for a Hit, as the Ace and Deuce Points 
in your Adverſary's Fables, for this Reaſon; 


becauſe when you are bearing your Men, you 
have the Deuce Point in your own Tables to 


play your Men upon, which often prevents your 


making a Blot, which muſt happen otherwiſe 
to your Adverſary ; and take care to Jay down 


Men to be hit as often as you can, in order to 
keep your Game backward, and for the ſame 


Reaſon, avoid hitting any Blots which your Ad- 
verfary makes. : 
| IV. 
As a Caſe of Curigſity and Iuſtruction. 
Let us ſuppoſe: A has his 15 Men upon 8's 
Ace Point, B is ſuppoſed to have his Barr Point, 


alſo his Size, Cinque, Quatre, and Trois Points 


in his own Tables: 4 
Query. 


up 
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| uery. | 

How many Throws is, 4 likely to take to 
bring his 15 Men into his own Tables, and 1 
bear them ? 855 | | 

4 F A mſwere((1 + 

You may undertake to do it ia ſeventy-five 
Throws. | 

It is Odds in A's Favour that he throws an 
Ace in two Throws ; it is alſo Odds in 4's 
Faveur that he throws a Six in two FThrows; 
when theſe Events happen, A has a Probabi- 
lity of not wanting above two or three Throws 
to play till he has got all his fifteen Men into his 
own Tables: Therefore, by a former Rule laid 
down to bring your Men home, and alſo for 
bearing your Men, you may be able to find out 
the Probability of the Number of Throws re- 
quired, Note, & ſtands till, and does not play, 

| V. N 
A Cafe of Curirftiy and Inſiruction. 

Where A and 5 ſhall. play as faſt as uſual, 
and yet A ſhall make the Hit laſt, probably, for 
many Hours, 

We will ſuppoſe B to have bore 12 Men, and 
that A has taken up the two remaining Men. 

And let us fuppoie that A has his 15 Men in 
B's Tables, viz. three Men upon his Size Poinr, 
three upon his Cinque Point, three upon bis 
Quatre Point, three upon his Trois Point, two 
upon his Deuce Point, and one upon his Ace 


Point: Th 
© 
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The Method, which 4 is to take, is this: 
Let him bring his 15 Men home, by always 
ſecuring ſix cloſe Points; till B has entered his 
two Men, and brought them upon any certain 
Point; as ſoon as B has gained that Point, #/ 
muſt open an Ace, Deuce, or Trois, or all 


three; which effected, B hits one of them, and 


A, taking care to have two or three Men in B's 
'Tadles, is ready to hit that Man; and alſo, he 
being aſſured af taking up the other Man, has 
it in his Power to prolong the Hit to almoſt 
any Length, provided he takes care not to 
open ſuch Points, as two Fours, two Fives or 
two Sixes, but always to oper the Ace, Deuce, 
or: Trois Points, for B to hit him. 
N ä Vows 417 | 
I would know what are the Odds upon two 
Dice, for throwing two Sixes, two Fives, or 
two-Fours, in three Throws ? which, by me- 
chanical Calculation, may be found thus : 


I nk ne 
 Suppoſing 36 Shillings to be the 
Stake depending, the Thrower will be s, 4. 
entitled ta have for his firſt Throw 3 & 
which deduCted out of 36, remains 33; 
which divided again into 30 Parts, 
make ſo many Eleven Pences, out of 
which the Thrower is to have 3 for his 
ſecond Throw 
The Remainder, 30 Shillings and 3 
Pence, is again to be divided into 36 


- 


4 9 


Parts; 


WWW 


© 9 6 


Tz —_— 
w 4 


% © | 
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Parts; dividing the 30's.” ſo, make fo 
many Ten Pences, and. the 3 Pence 
divided into ſo many Parts, make ſo 
many Thirds of Farthings, of which 
the Thrower is to. have 3 Parts for his 5. 4. 
Share for his third Throw — 2 Oz 


Total ſor the Thrower, 8 34 
. So-that it is 25 5. g. d. 4 to 85. 3 d. à againſt 
the Thrower; which reduced into the ſmalleſt 
Number, is very nearly as 10 to 3, that twa 
Sixes, two Fives, or two Fours, are not thrown 
in two Throws. | 
VII. Backh-game,. | 
Suppoſe 4 to have 2 Men upon his Size 
Point in his own Tables, 3 Men upon his uſual 
Point out of his Tables, 2 Men upon the Point 
where his 5 Men are uſually placed in his Ad- 
verſary's Tables, 5 Men upon his Adverſary's 


Ace Point; and three Men upon his Adverſary's 


Quatre Point. 
And let us ſuppoſe B to have 2 Men upon his 
Size Point in his own Tables, 3 Men upon his 
uſual Point out of his Tables, 2 Men upon the 
Point where his 5 Men are uſually placed in 
his Adverſary's Tables, 5 Men upon his Ad- 
verſary's Ace Point, and 3 Men upon his Ad- 


verfary's Trois Point: 


Query. ia 

A | | 8 | f Flies 7 
Who has the fziteſt Chance to win the nt! 
Aniwers 
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| Anſwer. PSs 

A has, becauſe he is to play either an Ace, or 
a Deuce, from his Adverſary's Ace Point, in 
order to make both theſe Points as Occaſion of- 
fers; and having the Quatre Point in his Ad- 
verſary's Tables, he may more eaſily bring thoſe 
Men away, if he finds it neceflary, and he will 
2!ſo have a refting Place by the Conveniency of 
that Point, which at all Times in the Game 


wilt give him an Opportunity ef running for 


the Hit, or ſtaying, if he thinks proper. Where- 
as B cannot fo readily come from the Trei 
Point in his Adverfary's Tables, tn 


I 
in the following Manner for a Hit : 


Suppoſe A to have 3 Men upon his Size 
Point in Eis own Tables, 3 Men upon the uſua! 


1 E T us ſuppoſe A and B place their Men 


Point out of his Fables, and 9 Men upon his 


Adverſary's Ace, Deuce, and Trois Points, 3 
Men to be placed upon each Point; and ſup- 
poſe B's Men to be placed in his own, and in 
his Adverfary's Tables, in the ſame Order and 
Manner. 


The Reſult is, that the beſt Player ought to 


win the Hit; and the Dice are to be thrown 
for, the Situation being perfectly equal in A 

and B's Game. 
If A throws firſt, let him endeavour to gain 
his Adverſary's Cinque Point; when that 1s 
| effected, 


„ 
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effected, let him lay as many Blots as poſſible, 


to tempt B to hit him; for every Time that B 
hits them will be in As Favour, becauſe it puts 
him backward; and let A take up none of B's 
Men for the ſame Reaſon. | 

A is always to endeavour to take care to have 


three Men upon each of his Adverſary's Ace 


and Deuce Points; becaufz when B makes a 


Blot, theſe Points will remain ſecure, and by 
 Recourſe had to a former Caſe (Numb. V. in 


the former Chaptet) when 7 has bore 5, 6} or 


more Men, yet A may ſecure 6 cloſe Points out 


of his Tables, in order to prevent B from get- 
ting his Man home: and by Recourſe had tothe 


_ Calculations, he may eaüly find out (in caſe he 


makes up his Tables) who has the hetter of the 
Hit; and if he finds that B is forwardeſt, he is 
then to endeavour to lay ſuch Blots to be taken 
up by his Adverſary, as may give him a Chance 


for taking up another Man, in cafe B ſhould 


happen to have à Blot at home, 
"Thoſe who play the foregoing Game well, 
may be ranked in the firſt Form, 


II, 

A and Bplay at Back-Gammon, A has bore 
13 Men, and has 2 Men to bear upon his 
Deuce Point, B has 13 Men in his own Tables, 
with two Men to enter. B is to throw, and to 
name the "Throws both for himſelf and A, but 
not to hit a Blot of either Side: 

: | Query. 
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| Duery. 
What Throw is B to name for both Pars 
ties, in order to fave his Gammon ? 


An „ 


B calls for himſelf 2 Aces, which enters bis 2 


Men upon As Ace Point. B alfo calls 2 Aces 
for A, and conſequently 4 cannot either bear a 
Man, nor play one; then B calls for 2 Sixes 
for himſelf, and carries one Man home upon his 
Size Point in his own Tables, and the other he 
places upon his Adverfary's Barr Point: B alfo 
calls Size-Ace for A, ſo that A has one Man left 
to bear, and then B calls for himſelf either 2 
Sixes, 2 Fives, or 2 Fours, any of which bea 

a Man, in caſc he has Men in his Tables dS 
thoſe Points,- and te fave his Gammon. 


II. 

T he following Queſtion is to be attended to, 
as being critical and inſtructive. 

Suppoſe that both yours and your Adver- 
ſary's Tables are made up: 

Alſo that you have 1 Man to cb home, 
put that he has 2 Men on your Barr Point to 
carry home, which lie in wait. to catch your 
Man, and that if you paſs him you are to win 
the Hit: Suppoſe alſo that you have it in your 
Choice to run the Riſk of being hit, by 7, orby 
8, both of which are Chances upon double Dice: 


Query. 


Which of theſe Chances i is it beſt ſor you to 


venture? 
An ſiuer. 


Cf.... ³·˙—Q¹ A A ͤ»p, 
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Anſwer, 

That of 7, for the following Reaſons : Fir/t; 
becauſe that the Chances of being hit by 7, or 
by 8, are equal. . | 

Secondly, If he does not hit 7, you will then 
have in your Favour 23 Chances to 13, that 
by your next Throw you Either hit him or paſs 
beyond him. 

| Thirdly, In caſe your ſecond Throw ſhould _ 
happen to be under 7, and that conſequently 
you cannot hit him, yet you may play that Caſt 
at home, and conſequently leave the Blot 
upon double Dice. 

Whereas if, on the contrary, you had made 
Choice of leaving the Blot upon 8, you' would 


have made a bad Choice, for the Reaſons fol- 


lowing. 


&. 


Fir/?, Becauſe the Chances of being hit by 


7, or by 8, are only equal, 


Secondly, Becauſe if you ſhould eſcape the 
being hit by 8, yet you would then have but 
17 Chances in your Fayour, againſt 19 for 


either hitting him, or paſiing beyond him by 


your next Throw. 
Thirdly, In caſe your ſecond Throw ſhould 
happen to be Size-Ace, which is fhort-of him, 


you would then be obliged to play the Man that 


is out of your Tables, not being able to play 


the Six at home, and conſequently to leave a 
Blot to be hit by a ſingle (or flat) Die; which 


Event, upon Suppoſition that you play tor 18 

Shillings a Game, would entitle bim to 11 
Shillings of the whole Stake depending, 

+ af 

4 1 
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sss 
The LAWS of Back-Gammon. 


| . F you take a Man from any Point, that 
Man muſt be played; the ſame muſt be 
done if two Men are taken from it. | 
24, You are not underitood to have played 
any Man, till you have placed him upon a 
Point, and quitted him. 
24. If you play with 14 Men only, there is nc 
Penalty attending it, becauſe by playing with 
a leſſer Number than you are entitled to; you . 
play to a Diſadvantage, by not having the ad- 
ditional Man to make up your Tables. 
4th, If you bear any Number of Men, he- 
fore you entered a Man taken up, and which 
conſequently you was obliged to enter, ſuch 
Men, ſo borne, muſt be entered again in your 
Adverſary's Tables, as well as the Man taken 
up. 
5th. If you have miſtaken your Throw, and 
played it, and if your Adverſary has thrown, it 
is not in your or his Choice to alter it, unless 
both Parties agree to it, 


find of the Gu of Back-Gammon: , 


. 
* 


